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Introduction

s, GaPeRaenrtal 8w gamePa i d® htended: to aidia Games
Master in using Hell as an adventuring location in- thei
campaign. It briefly describes a large number of sites
that may be of interest to an Adventurer, or may be us
or [referred to by the Games Master in a campaign, along
ith maps showing their locations in Hell.

This product is a Games Master’s reference that de-
scribes a portion of the geography of Malebolge (In-
ferno). It is an overview of the deepest and innermost
section of Hell, the area around and just above the im-
prisoned Lucifer, the Archfiend, covering the Sewventh,
Eighth,| and Ninth Circles. A ‘Circle’ is a generally a
Foried-shaped (e.g. doughnut) region of Hell, with a
fixed 'linner and outer radius relative to Hell’s geograph
ical center. Each Circle is ruled by a Diabolic Prince
with hils unique Dukes or Earls, guarded by Legions com-
manded by Diabolic Generals, 1s home to a specific.group
Gt RevE I sitan d S sp ot LaEed®loysa particular clgss of isi
ner. Moest Circles are separated from their inner and
outer neighbors by great cliffs, swamps, or| areals of
ough terrain. Throughout this Gazetteer, the ‘outer’
radius, rim, circumference, etc., refers to the direc-
tion going away from the center, closer to the ultimat
boprderjof the Piit; the ‘inner’ radius, |rim, | cirdumfer-
ence,ete«, refers to the direction-closer-to Lucifer
and the geographical center of Hell. This first book of
the Gazetteer is subtitled, Fire and Ice, because it e
compasses the Seventh Circle, the Desert of Fire, and
the Ninth Circle, the frozen swamp Cocytus.
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rfetne a5 geriexally based on the-description Of Hedl
the Divine Comedy by Dante Alighieri, and the 1980 Judg—
eg Guitd-module, Inferno. The entire Gazetteer maps-the
entire one-hundred-eighty mile radius of Lucifer’s |Pit
using hexes, at scales of one to three miles. The Hell
(also called either Malebolge, or Inferno) described
1 this Gazetteer i1s i1dentical to the descriptions in
fpellbook Games’ Gehenna Primer and Inferno: Journey
through Malebolge, with additional details and encount
areas. Each area of interest on each map is briefly de-
eribed, providing the Games Master with many adwentucre
And encounter ideas to develop or explore. There are
Oower two thousand individual areas of interest in the
complete Gazetteer. Some map locations are more fully
described in Inferno: Journey through Malebolge; these
are 1ndicated in the text.

This Gazetteer is a stand-alone product in the sense it
ontains. all the information necessary to navigate the

three Circles it describes, and move from one map loca-
Lo ko abqthex . Ttuls Mot e stand-alone produgt im_ thal

most sites and locations receive minimal description;

hey are not at the level of detail needed to run ‘out

of the box’ encounters. If Adventurers 1in a specific ca

paigintravel _te any location listed in this product, t

Games Master will have to do sufficient preparatory work

teo~give them the details necessary to run the anticipat-

ed encounter. .

Where references are made to Devils, monsters, spells,
prayers, or enchanted objects, the intention is to use
the appropriate description or information from one

QY Jmore. oX - Spellbook GamefsiPortial to Adyentule RPG
rulles, Codicil of Maladies, Inferno:Bestiary, Infer-
no: Journey through Malebolge, Gehenna Primer, and/or
Inferno:Treasury. It is assumed the Games Master has
hese resources available to them.
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Gehenna| Primer may be particularly useful to Games Mak-
ers-as it contains generic information about how. a mer-
tal interacts with the Inferno setting, the changes and
I'sprtations of magic and divine prayer, changes._ to-hea
ing and time, and other information intended to apply to
at1 regions of Hell, not only those described in this
product. Gehenna Primer 1s available as a free download
om the Spellbook Games’ website, www.spellbookgames.
com. The ninety unique Devils developed for the Inferno
eTting are described in Bestiary, along with other mon-
sters that appear in the game module. The various dis-
eases and conditions with which Adventurers may be 'af-
flicted while in Hell are described in the Codicil of
aladlies. The Games Master 1s free to substitutelother
Eolrges of Ynflormation las it suits their campaign.

Gehenna and Inferno are intended as locations for high-
er—level game play. It 1s suggested that Adventurers be
of at least L10 before attempting to visit any part of
el I N\Games Masters. should generally not allow _forleas
access |[into Gehenna, nor an easy retreat from it]. Ad-
yenturexrs entering the Gates of Hell should not have

a ready, simple, or reliable magical means of escape
avallable to them. The suggested prayer and spell re-
strictions are intended, 1n part, to prevent an |easy|re-
treat and ensure that Adventurers are subjected to the
dangerous physical environments within Hell. It should
ot _Pe convenient to come and go from from Hell. It is
intended that any mortal inside Inferno be compe€lledito
walk £rom the perimeter to Lucifer to make thein escape,
descending through ten Circles and a vertical mile. Ea
Circle presents a unique physical environment, onel tha
is| often deadly to mortal life.
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COMMONLY-USED ABBREVIATIONS

Adventurer Class - L# (e.g. Warrior L3)
ArmogsC Fass — AC
Feet/Foot (measurement) - FT
Greater 'than or Equal to — GTET
Health Points. — hp
Eriteahime et — HD

LSSEtas Richh youtiieia 1 - to. & “LTRHT

SAVING ROLLS

I s awang. pol #rissSucdessimwhen a 1d20 die rdll 18
greater than or equal to a critical value, generally de
termined by (difficultly value) - (essential statistic).
EodceE aavinag  ro s with a difficultylvalue ofl32 that af-
fects the|l Stamina sBtatistic, this roll would usualYy bs
written as, (save 1d20 roll! GTET [32-Stamina])l. This
product will use the abbreviation, S#(statistic), where
the 1d20 roll greater than or equal is assumed, and sta-
tistics are Agility (Agil), Intelligence (Intl), Stamin
SF gl sESE e Tiat h S USiEr qgase ek 1] , - ag fappropriate (Ot
threat. Using this notation, the same saving roll would
be written, ‘S32Stam’.
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A~leCatien described more fully in another-SpeilNboek
Games product will be denoted as INF (Inferno: Jdurnel
te Malebolge), SAM (Inferno: Samael’s Tower), OOK._ (In<
SERClr N Oagiseoif KOEessa) m O DPL - (Inferno: [Diabplic [Pal-
e) .~In the case of the palaces of Diabolic Princes,
Pukes, or :Earls, [Inferno: Diabolic Palate can beYusedrto
represent any palace location. The Oasis of Ezrabah, lo-
ated 1n the' Seventth: Circle jof Hgll, dis deScriped Wyl t
ext lof Inferno: Journey to Malebolge; Inferno: Oasis

of TKoessa can be used to represent any of the remaining
nine Oases of the Seventh Circle.

Circle Seven

rince Amayon (Yellow field, 3 red tongues of fire
over tree)

i

Dukes Barbatos, Merihen, Quandisa

%@nerals Asaqq, Furfir, Guzalu, Osse

’Psyils Commen , Ordinervi,« Helden, Oduru, Radatgjas,
Zoybim, Types 7A through 7E

Sinners Sins Against Nature (running across hot

nd Sands un s FhirMeot teon” t dRFCs )y ~Sing-AgalAST

Punishments Nature and Art (stands naked on the sand
with an iron collar around their necks and
3 heavy chains fastened to heavy wood-
en stakes), Sins Against God (or the Gods;

stretched naked on their backs on the sand,
constrained by thick metal wrist and ankle
chains fastened to heavy wooden stakes)

Tt B AR T PR W

nvironment tHlethDesexr
Physical Extreme Heat, Rain of Fire, Eruptions of
Challenges Fire, 1200 FT cliff dewn to Eighth xTcle
;ppography Torus, Outer Circumference 200 mileg, Ing
ner Circumference 105 miles, Outer Radius 3
e el " LaineE R el vt e NSy Tl e 0 ] 1'e
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Description

e outer border is formed by the trees and thorn vines of
the Wood of Suicides on the Sixth Circle, which thins out
EetlomcsMeleSeiERE e = i FSiEinceRe T Y  gquarter midle. The” Tng
€r befder-is a rocky area five hundréd FT across, losate®\o

PR CE pes LR OURSFIT c MdGe; stihel Edghthif€Circle lies ‘at{ the pot-
Tom of-this cliff; the cliff curves back under the lip so
that climbing i1s almost impossible. The ground 1s cogvered
ipAine gritty brown-tan sand that blows about and gets into

everythingl. The thick clouds along the borders quickly-thi ‘

O a few widely scattered white puffs in a clear red-tinged
sky andythen are gone. There is no natural shade or_any - ob=
jects taller than a man anywhere on the Circle, and few
sfructures. A steady rain of orange-red tongues of fire fal
from the sky with each individual tongue twisting and movi
about~as it slowly falls; every square-foot of the Circle
hit by a tongue of fire every 1d10 minutes.

he temperature at the outer border is a sweltering 110 de
grees, gradually increasing inward until reaching 125 de-
grees 1n the center of the Circle. The desert is well-1it

#1th_a strong, diffuse, slightly pink, light whose source isI

the clear red sky, so that faint shadows surround each ob-
Ject. There are slight sluggish breezes along the outer borx
der but|no air movement in much of the Circle; the air just

hangs. Temperature increases with altitude by 1 degree/ 10
T of altitude, to a maximum of 140 degrees.

yere is no free-standing liquid in the three miles along
the inner and outer borders. In the center is found small
Freames ~Qf _blood;~3 FET across by 10 _inches deep, 50Q FT
long., A few isolated pools of blood are 10 FT across. Ad-
enturers who drink from these streams experience a bitter
taste, suffer hp2 damage/drink, and experience anemia for
1d6 days (S28Stam; see Codicil of Maladies). Mortals who
ightly wash in blood streams immediately experience skin
numbing (S30Stam); those immersing in the stream for an ex
ended. period experience 1d8 skin damage and develop Lepros
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in3+1dl0 days (see Codicil of Maladies; S34Stam)-. The'blood
never boils. b

Plumes of red-orange-blue fire periodically erupt from the
sonich Ao ke gertilel Hlets, 25 FT cones burning| intensely| for
one round then disappearing (up to 500 FT apart). Foul
smel'l 1nge sulphurs diox1de @ee agcompanies each gruption. ‘Nor-
dls-can be close enough to a flame jet to have conseguence
hree times/hour (avoid S32Agil; if the flame is not avoided
determine the damage from 1d20: 1-9 3d8, 10-16 2d8, 17=20
1d8. Mortals are knocked to the ground by the force of ex-
ploding-sand (S24Agil) and deafened 1d8*5 minutes (S22Stam).

There are ten Oases in the Desert of Fire; mortals may be-
comé aware of the oases from Erichtho’s doom (City-of Burn<=
ing Tombs, Fifth Circle), from finding and translating the
roll found in a Sixth Circle Hell Hound den, or may have
researched the Circle before entering Hell. Each Oasis 1is
ahout~three hundred yards by two hundred yards, contailning
two or more springs of water. The rain of fire does not fall
onlthe Oases. Each Oasis is controlled by a Mummy King or
ummy] Queen, responsible to Diabolic Prince Amayon. A-spel
found in the Oasis of Ezrabah allows Adventurers [to cgn-
t>ol Geryon (passage to the floor of the Eighth Circle);. a
Rod found in| the Oasis of Atalyk can be traded to Geryon| in
exchange for passage to the Eighth Circle. A secret tunnel
found on the lowest dungeon level of the Koessa Sphinx lead
directly to a Hidden Stair, allowing Adventurers to bypass
Geryon In traveling to the Eighth Circle.
Four 'Hidden Stairs are located on the inner border of the
CTEelle, ait the |NeETh;" East, "South,| and West compdss paints
act Skafr Sis a circular metal stair, 30 FT in diamefex, in
side |domed buildings buried in the sand, only the topi3 FT
Qf each dome 1s showing. The door into each building 1s bu
ied 12 FT under the sand. A secret door in the shaft of the
West Stair leads to Geryon’s treasure trove. The Games Mas-
er stioudd make four encounter checks when-Adventurexs Use
the $tairs.

a stralipght vertical shaft, with'a horizontal shaft gt the
pbettom leading to the cliff face. The stairs are found in-
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Weathered directional Obelisks are found one hundred yards
intlo thd desert, spaced at three mile intervals, eadh ond is
red-sandstone 10 FT tall. The approximate directions_ to the
Diabolic Palaces found on this Circle are indicated onyreac
Dbelisk.

Heat Effects

Mortals lacking innate or enchanted protection against heat
may be affected by the extremely high temperatures. An Ad-
venturer requires one-third gallon of water/ hour (one-hal
ga¥lon " #¥0 enSeanuta’ BTERP 9)Ss-a 1 cohol ¢ drinks cgunt gs Mhalf
their equivalent volume of water. Potions count as their
equlvalent volume of water. Sleepers require one-third the
ater of waking persons but must drink it all immediately
pefore or-after sleeping. Missed water rations can be made
up (with twenty-hour hours with an additional one-quarter
volume penalty. Persons drinking GTET 1 gallon/hour become
Eick And aomat aie als hawk (S84Stam) ;' T galkdon LimitFOr
Dwarves.

Beginning in their third hour in the desert mortals| can be
affected by mirages (water, trees, persons, monsters, ob-
JEC.C a0 del=r, i sPeRairs: i1 SelGEitorns ,.. o of - figured ‘inapg~+
propriate ‘to the environment; S30Will, checked half-hourly
(higt + By E0F JFilsre s))apply e cumulative =T yrol Iymodi¥er Ter
every hour a mortal has not had their required water ration;
apply a -3 modifier £0 persons. suffering Heat ExhaustiQmr ar
-8 i1f suffering Heat Stroke). A mirage appears 100+3d100
ards in a random direction and the affected person has an
overpowering urge to run toward it (S37wWill).

Beginning in their fifth hour in the desert, Dwarves inm thely
inth hour, each mortal can be affected by Heat Exhaustion
(see Codicil of Maladies; S25Stam checked hourly; apply-.a
cumulative -1 penalty to each successive check). Persons af-
fFected by Heat Exhaustion experience Heat Stroke (see Codi-
cil of Maladies) five hours later, |seven hours for Dwarves
S30Stam checked hourly; apply a cumulative -1 penalty to
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each successive roll).

Mertals without sufficient physical, enchanted, or blessed
protection| against enchanted fire are vulnerable to damage

com -the Rain of Fire. Each person is ‘attacked’ by a tongu
of [fire every 1d12 minutes (for ten/hour; avoid S25Agil; af-
fecdted persons suffer hpld4 burns). Medium-sized shields
fengthen the time between fire attacks to 1d20 minutes (six
hour) | and large-sized shields lengthen the time to 2d20 min
utes (three/hour). The fatigue associated with continually
holding |la shield directly overhead must be addressed; the
benefit is not maintained if the shield is lowered for com-
Baty hilelarmarmtadyi Sy 11 combae the- roll stieol avoifl (tongues
of fire is S30Agil. A complete suit of metal armor with hel
provides fire protection but may cause the wearer to/be over-
come by Heat Exhaustion more quickly. A protective canopy
may be carried on poles. Cloth canopies and ordinary tents
are destroyed after two hours of flame damage, wood canopie
after four hours.

Other Information

Sand shelters whose roof is GTET 8 inches thick provide com-
plete protection against the falling tongues of fire,-al-
though not against the pervasive heat. The construction of
adequate sand shelters requires digging tools, sturdy tent
e DE, Tandethdickissioponng ipoles { YA sand sheltelr for
foir is‘constructed in 30 minutes (except for mattocks or
picks, most weapons are not adequate digging tools).

Moyvement in the sand is at six-tenths mile/hour (thirty-fou
hotuirs to walk across the Circle, assuming a straight-line
march) . The carrying of a canopy carried by several persons
simultaneously reduces the overall speed to one-third mile
Rour.~Games Masters should check for Adventurers becoming
logt every half-hour (S32Intl); each|occasion pf betoming
lost adds 1dl2*quarter hours to the time needed to traverse
the Tircle.
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Circle Seven Locations

Northwest Map

1. An area one-third mile across cloaked in perpetual
daxrkness. Torches and lanterns do not function. Infrared
B U neartolieliER e e fon C fliser ]l dmEEet el Lo 6L PT

2. A circular area one-half mile across, the perimeter
is‘marked with a purple line. The area is filled with
b= ColPBReCSv ape s, areducing visibIlityrtes 20, FIysTh
vapors cause fits of coughing (S32Stam, checked every 3
minutes) .

B T PR s tonE Tolaans SO RO S0 FT,, made Up ofydltevhat
ing green and orange blocks. A 20 FT green stone is on
each corner. An 18 FT green stone statue of a Type 8B
Devil riding a Wyvern stands in the plaza. On 1d12 rolls
GTET 9 the plaza is occupied by two Iblis and two squa
of Romatyas.

47 A vertical shaft, 15 FT on each side by 350 FT deep.
A metal hoist is erected over the shaft. There are
three mine levels. The mine is worked by Tungonmog (ne
tral male Dwarf, Master Miner) and his brothers Hastus,
Ao, and - Syriak.

A blue metal Observation Tower, 55 FT high, with a

By, LOMFT| room at “the tiop. The tpwerilis ogcupijed by
ree Common Devils and a Zoybim.
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bl rectangudax atres 2000 FT by 1250°ET She perimes
ter marked by small black rocks. The area 1is filled wilkh
a-paleblue gas. Mortals entering the area are affect~
ed by numbed skin (S30Stam, checked every five minutes,
persists 2d100 minutes after leaving). Affected person
sufifer hpld6 damage, reduce their Agility 2 points, and
reduce their Strength 1 point. A bronze sword sticks
into a large rock at the center.

7. |An oval area, two-thirds mile long by one-quarter
pxr e, the perimeter marked by bronze tiles. Aftexr every
enth mile traveled in the area, one quarter of all gol
arried by Adventurers 1s disintegrated.

8« Twenty-three pools of lava are found in a small area.
ach*pocoilspassas( < EiN T o 50 FEgacross, houndedi'by) brokén
pblack-pumice. The pools bubble and roil. Mortals suf-
fer hp2 heat damage/round within 250 FT. The gases cause
d20_hours of unconsciousness (S32Stam, checked every
three minutes). An encounter occurs here on 1dl2 rodlls

GLET .

9. 0asils of Nanorave, ruled by Mummy King Nazopasha.
The oasis| has lower temperatures, bushes, and palms. I
includes a Funerary Temple, a monumental Obelisk, two
lakge pools of water, an underground Tomb in thersandj;
apk & paze inside a multi-story Sphinx. INF/OOK

0. Lagodrone Arena. An open—-air oval arena with twent
tiers of seating, with a surrounding porch supported by
black columns. Two underground levels beneath the cen-
trallarea have training rooms, an armory, animal cages
and other support equipment. A match i1s 1n progress be
tween three Manticore (HD1l1l, AC56) and two Type 8A Dev-
1llsi. " The audience consists of 2d100 Ordinary Devils,

d100 Common Devils, and 2d20 each of Type 8A, 8Bj;.and
8C Devils.
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1T A rectangular area one-half mile long by ohe—qﬁaqp
ter mile across. The are numerous circular holes in the
eround, from 2-FT to 4 FT in diameter, and 8 ET te_l6
deep. The holes are 1d8+2 FT apart.

12'] " Twol natural openings*® FT by 4|FT lead fio an|un-
eérground tunnel. The tunnel i1s 680 FT long with tight
wists and turns. Five areas in the tunnel grow molds:
Rust, Rurple, Poison, Poison, and Gold varieties.

A cruciform-shaped area each arm being 900 FT long
by 500 FT across, the perimeter marked with a thin|blue
Itne. No person carrying GTET 10 pounds of iron or stee
can enter the area (10 to 20 pounds if S34Stng, checked
eVery-three minutes). A wood chest of pearls is-partial-
ly buried| in the center of this larea with 738 |[pearls a

L2*1de*1d100 GP each. An encounter occurs here on. 1d*R
ol I°s =GR 1A%

14. $ix animal pens are constructed from black stone
alls,~each wall 1is-4 FT high by 2 FT thick. Each-pen
200 FT by 160 FT. Three pens hold Hell Cattle, one pen
holds Hell Mammoths, one pen holds Komodo Dragons, and
one pen holds Dromedaries. The pens are tended by four

Ogres;- four Ordinary Devils, and two Ladatajas.

Graebellan Museum. A three-story building, the
ground and middle floors constructed of white marble, t
pper-floor of ironwood, with a copper roof. The muse-
umThas ta coll lection "of rare wind instruments (whistles,
elarinets, flutes, piccolos, etc.) and is named after
Pers Graebellan, a well-known instrument maker who live
60 vyears ago. The staff consists of five Zoybim, three
Common Devils, and Yuallin (female Gnome, Music Histo-

) <
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16w K spghene Tree Garden. An L-shaped area, the leng _
BRGSO 2MET by 2000 FT, adleross,  the short slection 250

- by 125 FT. The garden is surrounded by a red stone
all 20 FT high, with three iron gates. The garden |[in-
chtudes - olives, avocados, figs, plums, pomegranates, wal-
nutls, pecans, almonds, and other trees and bushes. An
applte tree in the garden has 2d20 ripe apples that heal
hpld2l0 when eaten (rot 2d100 hours after picking). The
garden-is tended by the shade of Marialla (female E1f,
Master Gardener) and five Ordinary Devils.

L7. A one-story greenhouse made of tinted green glass
paned sy 430 _ET~long-by- 110 FT wide. Rare and valuable
herbs are grown here, along with poisonous and hallu-

regenic mushrooms. 1d20*one-tenth pound of anyiherb
1s found here on 1d20 rolls GTET 13. The greenhouse

tended by Ogracamus (male Dwarf), Tangria (female

Dwarf), and four Common Devils. A locked chest (open
oCk =3» _has two doses of Invulnerability Mushroom (10
minutes; no effect S36Stam).

18. A sand shelter is occupied by three Berg Trolls
HBG, - 240 yand~a_Cave Trell (HD11l, AC50). The tikkolls
have mustered out of Legion XVII and are carrying thei

say (8500-GP) .

19. An oval area one-half mile long by one-third mile
wide. Mortals within the area hear continuous wild
Laughter that reduces their effective Will statistic
Pyisssipdant SiE(S3 3WFl ) . ehecked [ mihuted) . .Pfiesfls . mu¥t
succeed S30Will to perform prayers, Mages must succeed
S32Will to cast spells. An encounter occurs here on 1d
colls GTET 4.
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20~ -The A0 TP diameter circular baseof a“xulned tewer
ERETSECE 186 BT yhigh , L2 FTethdiek)  ils occupied by VagaL
al ae (female Human, Sage) and her bodyguards, the
Crimson Rapiers (Bandaboran [male Human, Warrior L14],
elna Usorion [female Human, Crusader L12], Essenager
[male Dwarf, Warlock L13]). Vegacallae is copying gralf-
i¥1 and inscriptions from the inner wall, looking for
information about the city of Xojan. Buried beneath the
sand 1s a trap door leading to an underground level wi
e TEIGMESE

P1. A rectangular area two-thirds mile long by one-thir
ile wide, the perimeter marked with grey stones. One
meal and one-tenth gallon of wholesome water are| putye-
fled~every minute spent in this area.
RoAAsnge Qf Solisps. Ewo, _concentric rings of stonef th
inner havingwaseEddng ol 200 HT, the outer a radhus df
OONF T ~\The inner ring consists of ' red stones 13 FT high
ith black lintels, the outer ring are black stones
N PINbhigh with black lintels. A-second ring of 10AFT
stones |stands atop the inner ring. A 5 FT silver| statue
of~a Type 7TA Devil 1s levitating at the Henge center.
Evil persons who touch the statue are protected against
e heat for 1d100 minutes.

2~ A 4 FT by 8 FT tunnel leads to three brick-llined
underground rooms. Two rooms are filled with ordinary
Rousehold goods (of good quality). One room 1s occupie
by Horsalus (male Mummy, HD7, AC30), his wife Injamine

female Mummy, HD5, AC30), and their cat Obja (Mummy,
HD3% 'AC2.00 v Mwevichave 11,000:GP,] 8300 SPE,["thr&e vigls
Unhoty Water, ‘heavy Flails +1, a Ring of Seeing Invis-
ible, and a Wand of Magic Arrows (105 charges).
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28~ -1 bleoody sdand -shelter is occupied by three~lagman
Devils (HD5, AC30). There are four male Human bodies/T
yrth- three back packs, a tent, nineteen wholesome.meals,

and eight gallons of water. ‘

25J) Kalinaga Castle, headquarters of Infernal Legion
XX1T. (General Furfir). The Castle consists of three one-
story stone buildings inside a 20 FT brown stone wall,
wirth three four-story tan stone towers. The entire cas-=
tle floats 15 FT above the desert, with a wood ramp up to
he~gate. The castle is commanded by Uldysandu (Hulden).
'he garrison includes nine Hulden, seventeen Oduru, six
>gquads. of Ladatajas, eleven Zoybim, twenty Type 7A Dev=
ilg, and four squads |of Harpies of 'Hell. The castle ils
pown _for its ten jade statues of Lucifer, each 12 FT
igh. The castle can become invisible for up to ten
MQUIES™S

oA _one-story black stone building housing the.glass
orks of Domer Thayo (Zoybim). The works produces high
Juality mirrors, lenses, crystal balls, spectacles,
and blgcks of glass. |The staff includes three Type 70I
Devils, a Centaur of Hell, and two male Dwarf slaves
(brothers Golmar and Solazar). One mirror allows sCryil
of any location on the Seventh Circle [too heavy/bulky
to| move].

Ueissman e eregl YalsEe e o nangefrock, 42 |FT hjgh, 132 FT by
20 FT. at the base. Twelve Gargoyles (HD5, AC65) roost g
the rock in shallow caves and ledges. One ledge has a
backpack with two Healing Potions. A shallow (6 FT) cave
has a locked chest with 900 GP, five pink pearls (each
L d20A1d8N 60 _&P) , a poisened 'silyer Dirk 42, and al.pur
ple: woaol Cloak of Klendu.
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28~ -1 slxCctlaf area one-half mile-across, the perimste;
jiictked ‘with black stone pillars 5 HT high. Majesty—caie—
goryprayers performed within the zone are ineffectiwve,

ystery-category prayers succeed S38Will checked indi-
vidually; Devotions succeed S35Will. An encounter occu
gririCh gl aredon’ 1dil2  rolls GEBET 5.

9. Oasis|of Atalyk, ruled by Mummy King ,Hakkerlane.
‘he ocasis has lower temperatures, bushes, and palms. I
inc¢ludes a Funerary Temple, a monumental Obelisk, two
latge pools of water, a Tomb buried in the sand, 'and a
aze |inside a multi-story Sphinx. INF/OOK.

30 A group of twenty graves arranged 1in a circular pat-
tern around a 10 FT white stone statue of two Minotaur
duelling with axes. Each grave is an earthen mound 12

ong-by 5 FT wide by 3 FT high, marked with wooden head
stones. A gold-bladed Axe of Cleaving +3 1s buried in
the fifth grave. One of the Minotaur statues wears Capal-
lel’s Ring (12 spells, 7 Basic Magic, 4 Lesser Magic,
Greater Magic).

g LA SANSE s avedyDool 1of me@euryy, 2008 BT long: by A0 FT
wide by 3 FT deep. The pool is surrounded by a 25 FT-
1delplaze of bromge buicks! "An EverstBurning Torch
stands [1n a holder at each corner of the plaza.“¥he ~area
islguarded by five Type 7B Devils

Sz desvericicalyshaft 12 'FT across by |200 FT deep, the
bottomYl0 FT is {filled with bubbling blood.~Go1ld\MO1l%
grows . gn the wallls. Two Koertsans [(Outer Plane (reature,
brown bear-like body stands 10 FT tall, white fur mon=
key-face with black crest, two prehensile tails, sucti
pads, Agility 18, Intelligence 20, Strength 16, Will 1
Shaman |L.10, paralyzing scream savel 1d20 GTET [32-Will],
auseating musk S30Stam) are harvesting mold from the
wall, while two stand guard (Spears +1, silver-bladed
BHC lass  istrrol IN=" Lidgh UiaEE Bod L 23] .
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33 A rectangular area two-thirds miles long by onex<ha,
mile wide, the perimeter marked with a painted yellowT

rne. The area is filled with putrid yellow-purple=or-
ange gases that cause uncontrollable retching ((S33Stam,
Checked every 5 minutes, affected persons reduce their
effective Stamina 3 points, reduce their effective Agil-

Y~2 _points, and apply a -3 TH modifier). An encountec
pccurs here on| 1dl2 rolls GTET 6\

34/ A 5| FT by 9 FT wide natural tunnel leads underground
toa 400 FT cave room with eight large pillars. The left
one-third is flooded 5 FT deep in bubbling blood. The
rQOom-is occupied by fifteen Giant Scorpions (HD4, AC42).

35~ Palace of Merihen, Duke of Hell. The palace con-
sists of a two-story cream-colored stone building, 100
long, with three open courtyards. A 30 FT-wide porch
runs along the south side supported by carved wooden
posts. Six large second-story balconies are on the north
side| An underground level of thirty-two rooms is wunde
the west end. Merhihen’s Seneschal is Bevanjim (Type 7E
Devil) . The staff includes fourteen Common Devils, nine
Ordinary Devils, nineteen Type 7A Devils, seven Type 7B
Devils, four Harpies of Hell, a Medusa, and three Comm
rolls. Merihen 1s known for the Black Orchids he grows
and he [experiments extensively with poisons. DPLx«

6. A circular domed building of tan stone with a copp
o0 paritially buried in the sand. Two sets of stairs
lead to bronze doors. Calamantos (male Human, Historian
is found inside interviewing Trewmollor (Hulden) about
1s part in the Battle of Burigh River, fought 538 vyea
ago. Calamantos 1s guarded by Vonnanun (male Dwarf, Wa
rior L¥5), Sargot (male Human, Raseal "LIl)jand\Ubrofiia
(female Gnome, Shaman L14).
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PR Yomerl L Mine”. An - iIxon Qre mine with five ttuder<
ground levels, reached by three vertical shafts. |[Each[
sha s _has _a metal - hoist. On the surface are a twacstoky
red stone building, four one-story red stone buildings,
a~red~metal cistern, and four large slag pilesl. The min
1s managed by Welfried (Oduru). The miners include fifty-
twe. Ordinary Devils, ten Common Devils, twelve Type 7A
Devills, six Minotaurs, an Ogre, and twenty-six Bugbear
glavels. A trap door in the office hides eight ingots of
golXd, three ingots of silver, an ingot of adamantium,
and eleyven ingots of bronze. A chest in Welfried!s office
el de"1 839 GP @andi~N"48 "SP.

38, A eircular area one-third mile across, the perim-
eter compared with a solid white line. The area has no
oxXygen, mortals entering the area become unconscious-af-
er d number Jf. rounds lequal to thein Stamina [statlstic
S32Stam, checked every subsequent two rounds). An un-
conscious person dies after an addition number of rounds
ecaal Ba thelir Stamina statistiic. A 50 FT gold spire |is
in the center of the area. An encounter occurs on 1d20
olidrg JCREMEET".

39. The ruined walls of three one-story stone cottages,
arranged facing each other in a triangle. The cottag-
es 'are ocpupied bylfive Spirits (HD5, |AC35| panic gaze,
touch xreduces Will). A chest buried in the sand holds
183 GP, 227 SP, a Perassus Salve, Dwarven Death Powder,
x palr Of adamantium Hero’s Bracers. (AC+12,-+2 PH), a
palscPor Racing Sandals,! andpa Coel’s |Rod (38 charges) .

40/. Ruilns of Reolff. The damaged ruin of a four-sto-

ry -green stone manor house. Most of the south exteri-

S WL isi/geme et iwesE M rdg of "the sglateyroorfy  Th
building interior has been seriously damaged by fire. A
stalir leading underground 1s partially blocked by sand
(cleared after 30 minutes of digging) - leads to a brick
roomyholding ninety-four casks of excellent ale. An ens
Selinf-cerRgcalrs.en|l'dl2 rol s GTET (5| A% pat rodiof . Oduru
and Ladatajas stops here every thirty hours.
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4 7 groeup~of nineteen graves arranged insa _regtanas
gld; folrteen are filled and five are open (one pattialfF
Ly filled - with blood). Each grave is 9 FT by 4 FTAwithla
grey headstone. A Long Sword +3 (Shield Splitter, dura
of goed, damage +3 versus Dwarfs) 1s buried inl the [thir
grqve. On 1d20 rolls GTET 18 a] Ghost (HD4) dgomesyout Yf
the. ninth grave.

2. Al group of| thixrty petrified trees,| standing| 40 HT
high. The trees are occupied by ten Zithrebee’ s-Spiders
(HD4, steam breath).

43. A tunnel 3 FT by 7 FT leads to three underground
cayye reomss The first. room is filled with steam thpldée
Bo FCro sisithe wmooiyy, Fohe ‘second. room 1S filded sthree—FT
deep. with tar, and five male Naga (HD6, AC40) occupy the
hird room along with two Giant Snakes (HD3, AC20) ! The
Naga-khave forty-one wholesome meals and twenty-twolgal-
lons wholesome water. They have tridents, scimitars,
two. _smoke grenades, a weighted net, a divine scroll (5
prayers), and two scrolls of Water Magic (4 spellsy 7
oellS).

44, A rectangular area three-quarters mile long by one-
hirgd milte across.rThe sand in this area is conrtlirusnyg
oving, both vertically and horizontally. Adventurers

CrosSsing the area are knocked to the ground, S33Agil,

checked every three minutes. An encounter with flying op-

pOnBnEsS Qccurs on.1dl2 rolls GTET 4.

4. A~-Y-shaped area, each arm being one-third milellon
by| one-eighth mile across. Two pounds of ferrous (iron/
skteel) material carried by each person in the area 1is
destroyed after every minute of exposure.

46/. A sand shelter is occupied by Maelodor (male Human,
Rascal L8, Writer) with Muduk and Gwayag (male Bugbears).

aelgdor Is a well-known travelogue writier, and is found
e 1 CANG e, a s¢roll|,
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4 Tibrary~of Coenalai. A three-story tan/brown stQne -s{ru
turle next to a one-story dark brown stone building, |the two
parts are connected by an underground storage area with
eight| rooms. The library has extensive collections abojt
desert. _ecology, mining, metal-smithing, and military tac-
tigs. ThHe library is managed by Britheva (evil female Gnome,
Warlock L10), with a staff of nine Common Devils, twelve
Zoybim, two Medusa, two Centaur of Hell, and a Mountain Gi1
ant. A hidden room in the underground section holds twen-
ty tenchanted books, ten scrolls of Fire Magic (each 1d12
SpeLLsSHTISEOUF ascrOl/SiRe £ Eartlh Magic ((eachwldl 2. spells), |a
gCrod of “Alr Magic (1dl2 spells), three Dictatum’s Rene1l
and a silver Glasses of Sight.

18 1" A" burnrng Byrey 20| FT by 90HT, held off .the ‘ground by
erght 7 FT blue stone columns. The pyre appears to burn
hree Centaurs of Hell. The pyre is tended by four Common
Bevits. and two Ordinary Devils.

49. Spire of Zavulon. An eight-sided structure of dark smoky
glass|, eadh” side®? SWHEHT o Ehe sbase 60, FT across. The spife T
10 BT high, tgoppediby algoldistatue ofi a Medusa lholding a
bright torch. A metal trapdoor covered in sand leads to-an
underground tunnel with a vertical shaft up into the spire,
giving access to four 20 FT rooms stacked on each other:
One room holds three Mold Golems (HD5) with scythes, one
room has an altar to Samael, and one room with 40,000 copp
pieces spelled to appear like gold (illusion, S32Will).

50. A rectangular area three-eighths mile by one-quarter
mile. The area is filled with ore nodules, each 1dl2*one
quarter] pound. Each nodule has one-half i1ts weight-in pure
sillver.|{ On 1d12 xrolls GTET 10 a group of 5 Dwarves Rre hlar-
vesting nodules. An encounter occurs here on 1dl2 rolls GTE
T

51|. A circular area one-half mile across,| the perimeter
marked by a jagged dark yellow line. Meteors (3d6) fall in
he area every 1d12 minutes (S33Agil).
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B Cosat’ sUHEnge ~ TWo- Concentric sireles, ~the imger Sf
@MWty lite (stones 14 |FT high around|a 700 FT diameter T
space, the outer of fifty dark blue stones 17 FT high. A
glitch|[ separates the two rings, 8 FT wide by 10 FTydeepy An
other| ditch circles the outer ring, 14 FT wide by 15 FT
deep. A 2 FT crystal ball is mounted in the center on-the
bagdk of |a bronze statue of a Hell Horse. An evil person who
touches~the ball gains the ability to gaze through stone ! (3
FESIRCn ST o0, tline” Tnepas 1d 00 Heursyttalls " SIZWLL LY .

537 An area 400 FT across holds numerous petrified flowers,
from 2 FT to 6 FT tall. One flower has a petrified bee. A mor-
21 ~who touches or picks a flower is petrified on 1d20 rolls
G582 08 (S 5SS Tatns

547 An H-shaped area, the two long segments one-quarter
mile long by one-eighth mile across, the short segment one-
enth mile wide and long. Mortals in this area regenerate b
pld3/minvtes (limit (25 /day) .

55/ Plaza of Idols. An area paved in alternating rows of
dark green and white stone, 660 FT on each side. A 3 FT
black pedestal is located every 10 FT around the perimetex
cach one topped by a 2 FT silver statue of a man-headed
bear.

564 A six—-sStPry circuliadr red@&stone towery |20 FT. across with
an interigf circula¥ stair. The single room at the top 1S
occupied by two Oduru and four Type 7B Devils. The tower
has a ballista (2d10 damage), two crossbows, six long - bows
eight explosive grenades, and ten oil flasks.

7. A group of nine male Humans, Monks of Lucifer, walk si
gle file across the Circle, the rain of fire deflected above
Them. The leader is Morangollis (Priest L10). Two others a
also Priiests| (L5, L8). Each monk holds a long-handled heavy
mace .

Sarer 4 Dadmie (HIDT 052 AE5 @Mleattis®on |a cintulan cyldnder |of
ik’ BRATT Sactrossby 4 -FINthick.

.~ A _circular area two-thirds miles across, the perimeter
marked with small yellow stones. Mortals crossing theyvarea
are bombarded by the continuous sounds of snarling, hissin
and growling animals. These sounds reduce their concentra-
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than” (decrease Will statistic two points, S32Willh chegke
every five minutes). Affected Priests cannot perform [Praydrs,
Mages 'cannot cast‘spells.

$0. A|60 FT wide by 25 FT pit with black brick-lined wgalls,
ans~a stair to the bottom. A 30 FET cave room is _im~the~nor
walll. The cave 1is filled with Explosive Fungus (HD2, [1d12
damage), Shelf Fungus (HD5, disease spores), Tropical Green
Fungug (HD@, acid), land Walking Fungus (Hd3,7tentdclesy .
[herel are two rotting Giant cadavers 1in the cave.

61. A W-shaped ditch, each segment is one-eighth miles long
by~ 100 FT wide, by 40 FT deep. The bottom is filled to 2 ET
ith bloodi i AnMencoyhter foccurns®here- on| 1d12 rol 1 GTHI 5.

627 An enchanted area one-quarter mile on each side, the pe-
rimeter marked with a line of black pebbles. One pound of

olesome food per person and one-eighth gallon of liquid is
putrefied after every two minutes spent in the area.

63] An oval area, one-third mile long by one eighthrmile
wide filled with purple, orange-red, and vermillion Toad-
stools. The stools are poisonous unless boiled. A haze

of toadstool spores hangs over the region (range 200 ET
around) ; mortals breathing the spores suffer lung damage
(hpld4 plus reduce Stamina [two points for 2d100 hours, Sg2S5S-
tam, checked every 3 minutes).

64. A sand shelter is occupied by Morbolver Haekes (evil
ale Half-E1lf, Hermit, Rascal L10). He is running from
Olkuhn Sans (neutral male Dwarf, Bounty Hunter, Warrior L13)
whe 1s trying to return him to the dungeons of King Olav
hankery, to serve his sentence for blaspheming the 0ld

Gogls ™

65L A square three-story white stone tower with copper roof,
each floer 25 FT on a side with a single door on thel ground
floor] Almorkaz! (evil male Human, Musicilan) is found sittin
on wood crates, strumming on a guitar, and making notes on
a~scroll. He has been the guest of Quandisa and is writing
down a song he composed in Quandisa’s palace. He has a Ring
of Invisibility, two smoke grenades, and a potion that al-
lows him to move through the ground for 20 minutes.
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: Northeast Map

L. A blue stone altar dedicated to Amayon. The altar is 14

S0 W ERS Ontliree . circular.posts 6 ET high, wlth sillver
pittichforks inlaid around the edge. A circular tier of seat-
i (bddciEsFaner Denche S WU r round. the "altar afiia radius|of
40 FT. Good persons touching the altar apply a -3 saving
e W “medTiler” far 1dH00 - hours S32Will) .

2. |A rectangular area one-half mile long by one-third mile
widle. cThesunfaeeldisekt racrdinadrily |slippery.. |Mortals ih
he area reduce their effect Agility by four points.

A weod (fireproof) platform, 28 FT by 15 FT, supported on
cem wWood (POskEsy s St ¥ng & HI off the |ground. /Aywood| staifr
gives access from the ground. A mixed group of bleached ani-
mal Hones Jare on the platform. An encounter occurs hexe€ oh
Tl 25ne | | Je@EET. "5 3

4.|A rough tunnel, 4 ET by 6 FT leads underground tp an

arched brick vault. Four coffins are on marble stands (the
11 dstfopensfons L @sies AeiN. SCTETSE ) - The vault 1§ ocglpieg by
Hurmuh, Telsisin, Forcannin, and Ertham (male Vampires, HD/
AC50) . They have 4210 GP, 16 rubies (each 1d12*1d8*1000 GP
three vial Unholy Water, a Butcher’s Cleaver +2, a Surrender
Body,. and-a Ring of Fiery Breath.

Two concentric rings of green flags, each 9 FT long|and
mountedron a 15 F metal pole.

. A _rectangular brown structure, 67 FT by 33 FT, with the
stone—-and+wood roof supported by forty 15 FT columns [no e
erior walls). Inside is a brightly painted sarcophagus, 1
FT[ by 59 ET, JTon the back of a 5 FT red stone stdtueNgr abird
with stretched wings. The sarcophagus is occupied by Farza-

or ~(male Mummy Lord, HD8, AC36). He has a Ring of Summoninl

>
O

(1d10 Hell Hounds, 48 charges), a Greater Healing Potion,
and an evil Rapier +3 (Mage Bane).

oM cilrculdr mound,: 50 FTL|diameter by :18F FT- hxgh, |toppgd. by
anea¥tar 0 Lugifer.: The-altar is.redsstone, A2N\EP by & KL
on a single red stone block, warm to the touch. Three ever

B oslverscandlesticks~are on thesaltar, and a silvex knj
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is~embedded in the top. Evil persons touching theialtafxgﬁ
healled hpld6 (once/day). [

8. A pit in the sand, 60 FT across by 20 FT deep.yA Chimer
HD8, |[AC35) 1s at the bottom, digging up two|Dwarf’s bodies
that” wese buried there.

9. A one-story blue stone building with a slate roof. The
pbuilding is a hostel with ten rooms, available to mortals
carrying the proper authorization pass. The hostel is kept
up by Irganon (Zoybim) and Azasax (Type 7A Devil). A patro
ofilan Odury” and “sqUadfot Ladatajas stop by eveny 2d40 hours.

[0. Adventurers find Nuthasaw (Hulden) sitting next to cam
Nre, xoasting pieces of cacti on a short spear. He has| two
Inffernal Hounds with him.

The Shrine of Virojollan, dedicated to Samael. A six-
5ided| blogk buiflding, of |alternating rows of black and tan
one,. and a copper roof. The interior has three rooms, on
large room with two 20 FT statues of Samael and twoycop-
per braziers, with two smaller rooms to the side; one room
fas (evil) clergy robes, the other has six barrels of unho
ine. The Shrine is tended by Bazirellus (evil female Gnom
Pxiest L9).

121 A circular green stone Cistern, 18 FT in diameter by 20
S Gh saerEEh o siliaive roemyaen- Lt g ol pFo U black Stone” Co
mns, |each {8° ET th¥gh [y SLBI*thick.| A copper pipe |comesg out

Of_the-bottom with an adamantine valve. An encounter occur

hete on|1d12| rollls GTET 7.

3. Oasis of Emmera, ruled by Mummy Queen Irrena. The oa-
sis has lower temperatures, bushes, and palms. It includes
a~rFunerary Temple, a monumental Obelisk, two large pools o
water, a Tomb in the sand, and a maze is hidden into the

ML i-gtory -Sphinx. INF/OOK.

14. A sinkhole in the sand, 120 FT across by 32 FT deep. A
crgckedrmirror (7 FT long) sticks out-of the samd~aura of
enchantment) .

EsEssloddass imCastle. sThe castle; donsigts, of Ewo [six—-FLBry
ampber—-colored stone towers, connected at the fourth floor.
The central Keep is surrounded by an -earthwork, surrounded
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b2 bhack storie~wall 24 FT high. Between the.walh and\dike
M Nfive lone=story (wood |buildings| with| tin froofs. A nfoat Jt
oll~surrounds the outer wall. The castle i1s commanded by

fushofiun [(Typel 7E Devil). The garrison ; includes™gix BglUru;
two squads Ladatajas, twenty Common Devils, twenty-three
Centaur lancers, eight Harpies of Hell, two Nightmares, and
sixteen Bugbear archers.

6. An oval area one-third mile long by one-quarter miles
across. The area is filled with crimson-yellow Cacti that
stand I FT to 16 FT high. Every 3 minutes Adventurers are
in the area they each are attacked by 1d20 flying needles
533Agil avoids 3d6 needles; each needle does hpld3 damage) .
[he cacti do not burn or disintegrate.

177 A bYue metal tower on six legs, the top reached by four
flights of metal stairs. The observation room at the top 1is
0 FT by 14 FT, occupied by eight Type 7C Devils. They hav
ive smoke grenades, eleven explosive grenades, nine o1l
lasks’,. five long bows with two hundred arrows, twenty throw
ing knives (poisoned, sleep, S32Stam), and evil Scimitars
s

18. A sand shelter is occupied by 0Oly Oxenford (neutral ma
Bwarf, Warlock L12). Oly has no armor or weapons, and wears
only a light tunic and sandals. He was being transported
from Kalinaga Castle (Northwest Map, #25) to the Palace of
Barbatos (Southeast Map, #20), when his escort was called
away.

19. A rectangular area three-eighths miles long by oOne-
quarterimile' long. The area is filled with sulphur wvents,
BRI RO UG E oM 2N E T T O 4y FT “Wwade N6 FINEO DO-ET
long. Each vent i1s surrounded by thick yellow powders, and

allow-green vapour flows upward. Mortals in the area suffe
hpl damage every 2 minutes (range 200 FT around, S32Stam;
affected persons reduce their Stamina by three points for
1d100 hours and Strength one point.

20.. The Palace of Quandisa, Duke of Hell. The Palace 1s a
one-story pale yellow building, circular, over four under-
ground-levels. The palace is surrounded by a 30 FT wide moat
with four bridges, outside the moat are petrified trees.
Quandisa’s Seneschal is Helcanosko (Type 7E Devil). The
staff consists of ten Common Devils, five Ordinary Devils,
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two-Hulden, six Oduru, fourteen Zoybim, nine Typei7A Dévg;r
three Type 7D Devils, a Vampire, two Skeletons, and Mummy.
DPL

Pl . Almetall galllows platform, 20 FT by 25 FT, on eight| meta
legs, standing 12 FT off the ground. Four nooses hang from
bcti{cla rrf R LGSR G Gght e Al haliell ng®1s oin [progress dn 1dl2° rolls
PET-. 8 (Elarcott, male Human, good Priest Lll; Swadax, Type
A Dewil); if the handing is not in progress the bodies are
foundiswinging. The hanging party is four Hulden, three 0d
dru, twelve Ladatajas, and three Zoybimn.

A5 FT by 3 FT natural tunnel leads underground to a

six—-room cave, occupied by six Zithrebee’s Spiders (HD4,

eam-breath) . One room has blood dripping from the ceil-
ing, one room has crystals embedded in the wall that blind
mortals 2d100 minutes (save 1d20 GTET [30-Stamina]), one
room-has a steam geyser that is active for ten minutes ever
1d100+10 minutes, and one room has|a rotating honizontal
Nade~ (22 FT diameter) .

23 . Dasgorn’s Mausoleum. A one-story black stone building
ithTocked iron grille gates at either end. Inside is-a 'r¢
statue of a sword-wielding skeleton; a door leads to a roon
Melding the sarcophagus of Dasgorn (Lich, Fire-Water Mage,
B0 S BCHE L asiEich T ReckigSconpitons +* (EP4 SsAC36) *come« £h, the
surfacelwhen Adventurers turn their back to investigate the
ausdleum.

4. A eircular area three-eighths miles across, the perime
ter marked by a thick black painted line. There 1s no oxygen
inside the area. Mortals who enter become unconscious after
a number '¢f rounds €qgquall to their Stamina statistic (345~
tam, checked every round). Affected persons die after an a
ditional number of rounds equal to their Stamina statistic.
An| encounter occurs here on 1dlZ2 rolls GTET 7.

25. A rectangular area one-half mile long by one-quarter
ile, the perimeter marked by a hazy insubstantial curtain
floating in air. Mortals in the area are paralyzed (S30S-
tam, checked every three minutes). A 50 FT glass spire can
b€ seen inside the area (solid, no special properties or
FOOMS ) .

20. Thg Mausoleum of Xolacava. A one-story red metal build—.
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ing with a4 soldid-bronze door closed with a adamantine pad-
Tock (-4 open lock). The outside is painted in /scends of [
Ores and Goblins digging in caves under the guard of female
Gnome | warriors. Inside 1s the marble sarcophagus of Xolaca
evil female Gnome, Shaman L14). A secret door in the wall
(=3-to find) holds four vials Unholy Water, two Greater Hea
S P OFslOR S EaT PO On o fedinl . Silbn Lo ty), and twolArrows: of
Slayving-NDewrl Co~8HD ASL7 P Dwarf {S33wWill}).

7. Oasis of Elillen, ruled by Mummy King Larthaneem. The
oasis has lower temperatures, bushes, and palms. It includ
a Hunerary Temple, a monumental Obelisk, two large pools of
ater, a Tomb in the sand, and a maze inside a multi-stoxry
Ephink . INF/QOK.

287 A group of nine stoned Ogres standing in a line facing
inward.

9. Six parallel thorn hedges, each hedge one-tenth mile
ong by 15 FT thick by 12 FT tall, with 25 FT between |them.
The second, third, and fifth hedges have dark purple berries
(poisonous to Elves, fatal in 1d12 minutes, S36Stam, checked
every-mouthful berries). An encounter occurs here on 1412
o1 1is]. .GTEI e

30, A rectangular area, two-third miles long by one=third
mile wide. The winds throughout the area are very strong
blowing out from the center, Adventurers are blown to_the
ground (S33Strg, checked ever three minutes).

31} An X-shaped region of black ice, each arm one-eighth

mile long by one-sixteenth mile across. Mortals crossing| the

area [reduce their effective Agility statistic by 4 (apply

-4 TH modifier). The ice cannot be melted. An encounter wit
wi1lg epponents occurs here on 1dl12 rolls GTET 5.

32. A square area, one-tenth mile on a side. Mortals in [this
area [regain hpl per round (limit 30/day).

33+ Camp Elliz. The camp consists of five one-story black
stone buildings with copper roofs, a two-story green stone
frineto Lucifer, two red wood barns with slate roofs, and
a metal water tower. The camp 1s surrounded by ai20 FT log
palisade. The camp is commanded by Jonadoen (Type 7D Devil
The gahrison consists of forty-six Ordinary Devilsy <€1ght
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Huolden,- fourteen Oduru, three squads of Ladatajas, tweiyeﬁ
Zoybim, |[twenty-two Type7B Devils, and eleven Harpied of T
Hell. An underground kennel holds sixteen Infernal Hounds.

84 . A square area three-eighths miles on each side, the pe-
rimeter marked by a dark green line. Each mortal within the
ar€ga 1s |attacked by 1d10 Entangling Vines every three min-
utes. (avoid 2 vines on S30Agil).

35. An oval area two-thirds miles long by one-quarter mile
across. The area experiences strong earthquakes every 2d100
rounds, |knocking all persons to their feet for |1d6 rounds
F30Ag+1). An encounter with flying opponents occurs-‘here‘on
eclfl 2 9 T S IG TR

367 A rectangular area one-half mile long by one-third mile
across. The area is permeated with hundreds of holes in

dsed_<and ~Each hele I's 3 FT Eo 5 FT~wide, by & EINo 15 FT
deep. There are 1d8+5 FT between holes.

37! Berganzo’s Wall. An S-shaped stone wall made up of al-
ternating courses of black, green, and white stone. The wall
¥S three—-eighths mile long by 20 FT tall by 6 FT thiek. Two
arches at one-eighth mile and one-quarter mile allow passad
hrough the wall. Numerous adamantine plaques are fastened
to|the wall, each one commemorating a Hulden who has died in
combat.lAn Oduru and six Ladatajas appear 1dl12 rounds affter
4 mortal touches any wall plaque.
38.. Arena of Throws. A one-story brown stone building‘with
an| open| center and covered seating. The arena consigts of
six 50-ET wresting rings on a sand floor, with twelve tiers
0f seating. An underground level has training areas, prac=
tice facilities, and a medical area. Wrestling matches are
going en~1d20 rolls GTET 17 (audience of 1d100 Common Dev-
AP EsIl NI 0 Cltdinaley "Bewvidls |, 1d20~Hulden, -2d20 Oduruyl, :3d2[0
Ladatajas, and 4d20 Zoybmim) .

39. Five parallel Thorn Hedges each formed in the shape of

EachyrSegment is 500 -FT>long by I'4d _PThigh bhy-TS EP &hieR

A P5 FT space 1s between each successive hedge. The middle
edge has a dark brown nut growing from vines interwoven

with the thorns; persons eating the nuts are poisoned: (con

fused, S23Stam, checked every handful consumed; does not aj

fect Dwarves).
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BORAS cilrculdr area a half-mile across, filled with ndany |
EEENE O A thicle bubblingsoilt® Fach pool is 20 FT to 40 FT
across and up to 12 FT deep, the o0il warm (some beiling) .
he air has a cloying and sweet aroma that is highly repul-
sive to Gnomes and Dwarves (S30Will to enter, checked every
fivd minutes). The o0il is highly flammable

4]1. Oasis of Aginamath, ruled by Mummy King Kammenlukor. Tt
Qasisl has lower temperatures, bushes, and palms. It include
a Fanerary Temple, a monumental Obelisk, two large-pools_of
waltler, 4 Tomb in the®sand, and al maze hidden in a multi-sto-

7 Sphinx. INF/OOK.

42. Hennighon House. A two-story brown-and-tan stone hiouse
witth a tTopper roof, with an underground food storage-room,
and a hidden treasury beneath. The house is occupied by Hen-
nighon Bovacarris (Hulden, Over-Officer), with a staff of
hree| Zoybim, a Common Devil, a Type 7A Devil, and three
Shouls. An enchanted musical instrument is found in the

HOU S=8:

across, the perimeter marked with a a white chalk line. Motz
als in the area experience overwhelming urges to itch and
scratch (S34Will, checked every three minutes, persists
1d20* [ten minutes]; affected persons have their effective
Agility reduced by four points and their effective Will rec-
duced two points). An encounter occurs here on 1dl2 rolls
STET 8.

43. A-rectangular area one-half mile long by one-thlxd mile

44, A circular area one-half mile across, the area is cov-
ered with numerous nuggets of silver ore. Each nugget weighes
1dl12*one-third pound and is 50% pure silver by weight.

45| Camp of Lances, headquarters of Infernal Legion XXV
seneral Guzalu). The camp consists of four barn-like wolod
buildings with copper roofs, two one-story black stone
buildings, and two two-story dark green stone buildings.
he camp commander is Corydoshes (Huldden). The garrison
consists of ten Common Devils, eight Ordinary Devils, nine
alden, thirteen Oduru, a squad of Ladatajas, fifteen Zoy-
bim, |thirty Centaur of Hell Lancers, and thirty Ugresyridiy
Nightmares (Lancers).
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46 -The Gamish” Library. An H-shaped three-story bnuildirg 9
light blue stone with a slate roof, with four underdround
lexels , \The Library contains about thirty-thousand bhooks
about| religion, legends, myth, philosophy, and law. The Li
prary| 1s managed by Lisska Van (female Fire Giant) with a
staff of twenty Zoybim, two Harpies of Hell, nine Zombies,
ang ‘four Minotaurs. Threesdens®of Giant Scorpiaons (HD 3;
ACAMQ, ten/den) are located within one-tenth mile oflthe Li-
braryl.

4Ty "Maner of Zaquosh. An L-shaped two-story black buildin
with a four-story red stone tower, all surrounded by a 5| FT
ed~stone wall. The manor 1s occupied by Zaquosh (Hulden,
ompany Commander, Legion XXV), with a staff of two Oduru,
five Liadatajas, two Zoybim, a Wight, and three Human slaves
The manor has three enchanted pieces of clothing.

48 . A sand shelter holds Tolla (evil female Human), Elesora
(evil female Ghome, Crusader L8), Neumask (evil male Human
Warrior L10), and Follethere (evil male Human),; all are wo
shipers| of Lucifer on a pilgrimage. They have fortyrseven
wholesome meals and nineteen gallons of wholesome water.

40 J 4. metaleplidwicoul, A UNRE RO S SRIFT . sfupported 10 ET4off

e ground by ten metal poles. Two stairs allow access fro
the ground. Nobru and Klirku (evil male Dwarves, brothers,
Warriors L1ll) are engaged in contest reading the poetry of
Haemmorfassim. The judge is Volyaeg (Zoybim).

N, A4 _FT by -5 FT-natural tunnel leads to two undergxoun

cave rooms. The front room holds the broken remains of a

laxrge brew tank (with bottling). The back room is occupied
by Thedegret (evil female Human, Air-Earth-Shaman L14) and

her son Janjunn (neutral, age 11). Thedegret has a Rapier
2, a Ring of Magic Arrows, and a Wand of Webbing.

5¥s _Ruxrn of Absoel Gaol. The partially-covered ruins of
a one-story yellow stone building, the remaining-roofyis
slate; the ruin once contained forty cells, of which eigh-
teen remain. Corgain Elen (neutral male Human) is foundin
the ruin, foraging for useful souvenirs (a Collector).

Seamme bt ol0 (T Byl 55 FF sand 'pert, 42 [ETaddep. . Twe' Rotting bra
onhs IHD6,lAC32) arel digging in the sand at the bopttom|
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e Thuedsax Frisen N A tWo-story yvel¥ow stenc dyild<s
ing with bronze roof, and two four-story yellow towerf,
built around an open courtyard. A twelve-room under-

ground level 1s under the east tower. The prisen has t
hundred ten cells, and currently holds ninety-one pris-
oners. The prison 1s commanded by Arckou (Hulden), wit
a staff| of twenty-four Common Devils, ten Type 7A Dev-
1lsy. four Type 7B Devils, six Centaurs of Hell, a Medu-
sa, a Vampire, and two Minotaur.

54y Zoiphet’s Mausoleum. A one-story black stone struc~
Cugre WwiLth #rad, stencedjoort . A¥sollid silver, dodr is| found
oCked with adamantine padlock (-4 open lock). Inside,
A marble plate in the floor covers the grave of Zoiphet
evil male Dwarf, Shaman L17). If the grave 1s dis-
tu¥bed,y four Specters” (HD6, AC50) appear in 1dl6.founds.
Hidden beneath a secret panel (grave underside) is 5520
7P, teur-pdbiess (8375GP, 14,583 GPy_ 19,500 GP, 22, 004
Bt rdusaniiSimi o 186008 3NGCP ) e s1ll ver: [AxXe +29  Chain jMail
AC+20, a Babel Helm (AC-10), and a cursed Spear -2.

55, A rectangular structure consisting of a flat cooper
oof supported by twenty violet stone columns. Eighteen
monks (evil male Humans, Samael worshippers) are un-
der the roof, doing a meditation exercise. One monk 1is
Priest L13, one monk is a Priest L5, and one monk isva
Crusader L6. They can summon 1d6 Oduru.

S6. Asnatpral jtunned” 6 \ETS by | FT leads tp a.hricked
autti filled with salt water to a depth of 4 FT. Piyve
Undines (HD8, AC60) are i1n the water. Scattered around

under the water are 2d100 gold coins.
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Southeast Map

. A Circular area one-eighth mile across, a thick“blaek
cloud| hangs above the area generating a continuous downpour
ofyrainsy The tongues of fire are not affected by the rain,
and the water hitting the hot ground creates fog and mist

A DI TREATSCEP S

2. A _oene-story black stone house with slate roof, the in-
terior has five rooms. The house i1s occupied by Gwenisteera
(evil female Half-El1lf, Shaman L6). She awaits the return of
her husband, Brobazon (evil male El1lf, Fire Wizard L14).

A rectangular area, three-eighths miles long by one= ‘
eighth mile across, the perimeter marked with a thick white
line. The temperature within the zone is permanently at -20

degrees. The cold does not affect the rain of fire. An en-
ounter odewrs.lherelon 1dl2 rolls GTET [/.
4. |Protrawl’s Library.| A six—-story yellow-brown stone build-
g with~two ground-floor entrances. The library contains
Gor Byt Rousan difaiuie s ialbogsdastt ronomy ,wastrology, glgss a
clescope -making, and mathematics. The Library is managed X
Sawelltroop (Type 7C Devil), with a staff of fifteen/Zoybim,
three Giants, seven Zombies, two Centaurs, and nine Type 7C

DevilYs. AYpatrol ofyan Oduru and a,squad of Ladatajas. stop
here |every 1d12+1d20 hours.

5./A Y-shaped area, each segment a quarter-mile long by one-

eighth mile across. The area experiences attacks of giant

insect swarms: (1) Sand Wasp (HD4), (2) Greater Wasp (HD2)

3) Blue Winged Spiders (HD4), (4) Winged Snake (HD4), (5)

BEEESI s /E2) , Y[ 6). Storpion: Fly. (BR3)5, 7). Sant\Horse-f'1

CHDZSE.). “Carnivjorous, Flea (HDL), (9)" Giant Dragonfly “(HD3),
ONE1ghtning Bug (HD2).

6.  The stone walls of an abandoned cottage with a partial
roef. Two Stymphalian Birds (HD4, AC24, quill missiles) |nest
in the ruin. Buried under the nest is a chest holding 3285
GP, 1004 $P, an Arrow of Slaying (Wolves, S18), Gauntlets

AG+12,~a folding bow, a quiver with 20 arrows, and MisSsile
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Taxgeting Gloves-+1.

7, A black stone plaza, 75 FT on each side. A 50 FT !diameter
agic|Circle 1is inscribed on the plaza in silver.yThe gffe
Liveness of any ritual performed by an evil Mage or Priest
is yincreased by 15%. The effectiveness of any ritual -perc

forymed by a Fire Mage is increased by 5%. Any evil Mage in-
sfde~the circle is protected against ordinary missile weap-
OIS .

S NS One WECHS Ty + 2 U -FI byt 20 [ET; ~Uopped " by g 25 ¥T
metial sfiructure holding a large copper Bell. The ringer 1is
Montavoada (Type 7B Devil). An encounter occurs here on 1d
e NS TR TREGG

9. |Garden of Frogs. A rectangular area, one-third mile long
by one-quarter mile across, surrounded by a green stone wall
V0 FT high. There are six gates into the garden. The garde
consists of many kinds of rare flowering bushes and individ
ual flowérs; any kind of rare leaf or petal is found, on 1d20
rolls GTET 1) . The garden hlas many circular and oval pools
of water filled with Poison Frogs (HD1, lethal poison;,. S37S-
am) , and green stone frog statues. The rain of fire does na
Fall in the garden. The Gardener is Odotton (Oduru), with 2
staff of five Common Devils.

B A S FGEa tFpoo BT c Biwaterpi 1l 80 YT agfoss @dnd ¥ FTwydeep
in the middle, confined inside a 3 FT black stone wall. The
water has a green tint. Two green Octopus statues mount-
ed on the wall spray water through their tentacles. When a
good person drinks the water, they are protected from Ba-=
she el s Castt BuMevarl, creatiires,| gain a++6 bonus tolsavi
olls for Lesser Magic, and a +3 saving bonus for Greater
Magic. The bonus effect lasts 2d20 hours.

1. 35 F¥ by 4 FT natural tunnel-leads -undergroymnd tg-2a

six-room cave. One room has glowing shelf fungus, one room
grows thick woody vines with a minty leaf, one room is filled

SERERE Sh g il bat.|giang, .and ene | toom| is Maeclipied: byl fouy Pu-
rid Wolves (HDS5, AC206).

2. An area 800 FT long by 500 FT across, with several hug
BOLCKE, . BOVFY . to Y0 FIhywideyby, 897 FT N0 1387 FinES1 IN-The
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roeks axe 1n. shades of blues, tans, and purples, with 4ag-
ged tops. A colony of forty-six Gargoyles (HD6, AC54) live
apegnRg the roeks. A._small cave near the top of one rgck hglds
gometal chest with 850 GP, 111 SP, 'two Healimg PoYionsSy a
Greater Healing Potion, a Salve against Stoning, a silver-
bladed Jirk (poisoned, rS30Stam), and 150 ET of good\ rdpa.

Fabearenga Dueling Arena. A U-shaped seating area with
¢ight| stone tiers beneath a bronze roof. In,the center| are
beur~dueling rings, each 85 FT diameter. An underground
level has nine rooms, 1including preparation areas for each
side, an armory, a medical area, a small shrine to Lucifer,
and practice rooms. A sword match is underway between two
Fype |[/IC Dewils jon 1dl2 rolls GTET 9 (audience of 1dl100] Com
mon- Devils, 1d100 Ordinary Devils, 1dl12 Hulden, 1d20 each
Oduru, Ladatajas,fand Zoybim, 1dl2 each Type #A, 7B and|7C
Devils.

(4. A circular region, three-eighths miles in diameter,
densely covered in black-and-orange Toadstools. The fun-
€Ll aure ISR LGE e S Sehesc 3 st S (BT Lopl0 FT aeross.

e fungi-spores cause hallucinations (persist 1dlO0-hours
S32Will) . The meat 1s edible after being boiled (remains
celisonous to Elves, fatal, S28Stam). The Toadstools burn
readily|but regrow in 1d6 days.

15. A sindle-story, [one-room stonerbulilding, contdining a
torture chamber. The chamber holds an iron maiden, a rack,
two whipping posts, two brazier of coals with branding
BEPsSS <8 sellg@iion SO iwhipatand (bludgeons, #a pLt of| ice-

6ld water, manacles on the wall, and nooses attached to the
ceiling. Two Common Devils are fastened into the whipping
poste~on 1dl2 rolls GTET 7; the room is occupied by three
Oduru, an Ordinary Devil, and two Zoybim.

6. A 6 FT"by 4 FT tunnel leads to a 200 FT underground
Rooih+4* Thedeoonffhds= fousgpogis| @t ‘bubbling - 1dva, "qnd: 1s40cc
pied by five Hell Salamanders (reptiles, HD5, AC20).

Ten-concentric Thorn Hedges. The innermost hedge sur-
rounds a rectangular area 50 FT by 80 ET, centered onrvthe
ounted skeleton of a Roc. Each hedge is 14 FT high by 12
thick; @ single arch is found in each hedge (diffexrent side
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each " hedge) . One 5 FT gold idol of Samael 1is mounﬁed n ea
[eElgies (atlue {27,583 GP) . Anjencounter| occurs hdre orf] 1d2(
rofis GIET 14\

18. Altwo-storyl black stone building with copper roof,| the ‘
bulding is ah administration office for the Cirele?he
buillding is occupied by eighteen Zoybim, three Oduru, five
ordinary Bevils, and two slave Dwarves. A patrol of“an Oduru

and al squad of Ladatajas stops by every 1d20+1d12 hours. ‘
19| The |walls of a one-story, one-room cottage, with pier-
es \of copper laid over roof beams. The cottage 1s occupied
by Heffios Ppralifog (evilymaleyHalf+E1f, “Shaman L3127, ~&-Sup
plicapt traveling tg see Barbatos. He has a trained Walr Dog
(BR2, ACES).

b ~TheRalace of Barbatos, Duke of Hell. The palace conx
sists of an H-shaped two-story white stone building, sur-
xrounded by a thorn hedge, with an outer flower garden, the
whdle eficlosed by a 35 FT wide moat, 20 FT deep. Barbatos’
Seneschal - is{Elamich (Type [/C Devil). The staff congists|of
cwenty Common Devils, nine Ordinary Devils, four Type IX
Devils, twenty-four Zoybim, four Oduru, seven Ladatajas, fi
embies, a Centaur of Hell, and three Minotaur. Barbatos is
known to collect antique woodcut stamps. DPL.

PR = 2han R EeEr e TiIerT s S E F IR O v 1 caxd lng Lo Ay rick<s
lined underground chamber. The area is occupied by Nabor-
ganin (Zombie Master, HD5, AC45) and seventeen Zombies (HD
ACl2) . The room holds forty-six wholesome meals, twenty-
efght gallons of wholesome water, six barrels of charcoal,
three barrels of salt, and four barrels of naptha. Under-
rneath-one-barrel is a hole holding 347 GP, 102 SP, eight
vials of Unholy Water, a Mace +2 (unholy, Priest slaying,
S32Will), and studded leather Gauntlets (AC+8, Web Casting).

22. An oval area two-thirds miles long by one-third miles
tde, the perimeter marked with crushed limestone. Mortals

inside the area experience audible illusions as determined

G st () ~RdE “Raghtaang Bol L, A 2) L8l reDies imgimng, \(3) Mis

notaur with axe charging, (4) challenge by a Typ& 7D Devil

(5) Human Shaman casting ‘dominate person’ spell, (6) two

Manticores. Mortals disbelieve, S31Will, checked every three
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mInutes.

23<~A rectangular area a half-mile long by one—-third milegs
ide, the border marked with a grey line. The surface Is
tacky, requiring Strength GTET 14 to move, slowing movement
to one-quarter normal speed. An airborne encounter oecur. o
d112 rollls 'GRET: 5| (when amdencounter occurs, a. jmortdl is|un-
ale~toc move, S30Strg).

M. Y¥oquaysus Pool. An oval pool of water, 150 FTLlongl by
FT |[wide, surrounded by a red stone border. The pooljyls 67FT
deep along the edge by 15 FT in the center. Blue and green
flames; dance on the water. 1d10 Gargoyles (HD5, AC36) wisit
his pool lever [1d2041d12 {hours.

s e ] s rgeusandsiel dgired “rocky Sl FT by S5 EEM v S5 FT thigh.
A -Shallow cave, 12 FT deep, 1s occupied by two Lamia_ (HDA4,
AC63, carries disease vampiricism). A backpack (50 pound
capacity) ‘is found there with 50 FT good rope, 12 steel
spikes, 'a 10 power magnifying class, a mallet, three vi-
als Holy Water, nine wholesome meals, a silver Dirk +1, four
ffasks-01l, and a metal Lantern.

. Astone plaza, 120 FT by 80 FT, surrounded by.4 ER stor
wa l i"sewisth dshex g rchedfiaben iingss+ TwoCommon, Trol ls™ (HD6,
AC40) are playing a hockey-like game with sticks and a ball.

A patrol of an Oduru and a squad of Ladatajas stop here evs
ery 1d20+1dl12 hours.

27, A cruciform-shaped area whose perimeter is marked with
2 S~FT " red stone wall. Each arm is three-eighths miles leng
by orne-quarter mile long. The area is filled by Sleep Poppié

ange 250 FT, S30Stam, checked every 3 minutes).

28l Feranmury Monument. An 18 FT statue of a Type 7C Devil
iding a Hell Mammoth, carrying two triangular pendants. T
statue is on a rectangular red stone pedestal with ever-1i
Terches on each corner. A plaque on the pedestal identifies
theistatue as a monument to the Battle of Feranmuryl Castile,
gught by Infernal Legion XX 6903 years ago.

9. Fourteen earthen graves, each one 12 FT long|by 5 FT ‘
wlde, heaped 2 FT high. A red stone headstone-is at-the- £op
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S scche gfave ~ Bupiced\in the fourth grave grex882°GP, &Al6 _
SERNeS 2T Tjory garving (4853 GP), chainmail AC+14, helm
ACAHR, and a Seimitar +2 (leather armor ripping)l. On {1dl2

REEREC CTET M EoL T SPrits . (HDS,! AC35, Will reduciylg) apypea

30 A natural tunnel 5 FT by 8 FT leads to an eleven-room
cave. The caves are occupied by Clolbran (neutral male Hu-
men , \Prospector), with his burro Alsy, and his cat, Eooline.
Pne room has high-quality silver ore.

4 S piMe e Falkoma e S i ireul laps brijek stru€tdre2 Y0, FT
high, 64 FT diameter at the base, 15 FT across |lat the top. A
Eilvef disk at the top supports a 16 FT copper statue~ef a
Monitor Lizard. A copper door in the base leads to two bric
roems; one room has four rotary pumps running among a thick
et lof black pipes, the other room has seven stone vats with
bubbling liquids. A secret underground room reached through
A seclret door has the desiccated (dried) bodies of four mal
Dwarves.

32. Oasis of Koessa, ruled by Mummy King Maraniarak. The oa-
£1s has lower temperatures, bushes, and palms. It includes
a Funerary Temple, a monumental Obelisk, two large pools o

ater, a Tomb in the sand, and a maze concealed inside a
MUl TisisEe EyisEm i X oo TNEAOOR.,

33. A circular area three-eighths mile in diameter. The ares
as a hundred pools of yellow acid, each pool 60 FT across
by5 FT -deep, separated by 50 FT. The acid does hp2/round
to unprotected skin. An encounter occurs here on 1dl2 rolls
1 B 67

4. Opholayya’s Garden. A rectangular area a half-mile lon
by three-eighths mile across, the whole surrounded by a 20

FT . black stone wall, and a 25 FT-wide ditch. The garden con-

§isty of fernsyand small palms, with several larger Ralm

trees. The rain of fire does not land on the garden. The ga

denpers-are Opholayya (neutral female Half-El1f, Master -Gar-

dener) and Manughor (evil male Gnome), assisted by three
emmon -Devils, and a Centaur of Hell.

o5, A 208 kT diameter cylindriical gtone |[cistern, 15 FT|high
wllth a Yopper roof. The cistern sits on ten stonhe “golumns,

Page 43 © 2013 Spellbook Games



~ .../’/ e

each 6 -ET high. Bronze pipes and valves protrude from-the
@Eitlern [Undegside] An encounter occurs here on [1d12 [rolld
GTET._ 8.

go ol r 'nelof Cledws,; | dedilcated to Amayon. A circular build-
ing, 180 FT in diameter, set on top of nine black steps,. the
exterior surrounded by 50 black stone columns each topped
b a~si1lver Crow. The interior altar is black. Ten tnteris<
or columns are topped by silver Crows. The shrine contains
Two black statues of Amayon and five tapestries. The shrine
is |tended by Binturow (Type 7D Devil), Zorgrast (Type 7B

Dexil), land two Zoybim. An evil person who touches any six
Crows] (limit 10 minUtes) ygains thevability to trapSfoxm in
g8 CroWw (5 minutles, must be used within two hours,| S36Will) .

37! An $-shaped stream of warm bubbling 0il, the stream 1is
06._ET long by 25 FT wide by 3 FT deep at the center.

Q8. The ruanms of a flour—storyiblack stone tower, |45 ET
across 4t the base. The upper two floors are largelirde-
stroyed, the lower two floors are largely intact. The second
ffoor~xrs reached by a metal ladder, and is found occupied b
Halmaosh Buyurcka (neutral male Human, Warrior L14). Mal-
aosh ~is the deposed Prince of Nolconidac, pushed throeugh
evil mirror eleven months ago (local time, almost ten years
ago._in Nolconidac) by his cousin and Seneschal, Jourvaine.
Halmaosh has three weeks of wholesome food and water.

3% A Semi-circular area of thick white fog, one-half mile
oo SiE o ginEsathdih CIRSRm| TfeS @i cK {by 50 ET high ' Visipilitly is

fmited €0 15 FT. All attacks are made at -3 TH. An-encoun-
LemedcecuUrs” I'n thegfogont Ldli2k rollls. GTET '/, |checked eyery
fiye _minutes.

401 “Angupright. stone lintel andfdoor; 18 FT high byl 10 ET
across. One side of the door 1is painted with images of-Ama
on, the other side 1s painted with desert scenes. The door

as~a kevhole and is found locked (-6 open lock).~Walking
through the door from the Amayon side transports the indi-
y¥dual directly to the Palace of Amayon.

41. A stone plaza, 150 FT by 125 ET, made with blue and ta
payving stones. Five sets of dark wood stocks stand.inh the
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phazd.Three stoecks are occupied by Hortanyon. (evihN mate
Dwalrf, Master Miner, Warrior L8), Pertatas (Type 7C Devil)
and~-Weruty (Minotaur), guarded by three Oduru, a squad of
Ladatajas, and two Common Devils.

42 7 A red stone altar dedicated to Samael. The altar-is-16
FT |long |by 7 |FT across; supported by three 7 FT black stgne
slimpes.. Sitvexr axes dre. intaid- around.the altaxs, Gold
crowng are| inlaid in the top surface. Evil persons touching
the altar are healed hpld6 (limit hplO/day), good persons
Eollchyngethelalit o KaCoMErac ti-keprosy ; (8328tam) . TOn=lq20 rylls
GTET l6AJurngish (male! Minotaur, Priest L1l4) and Elgons
male| Centaur, Crusader L8) are found sacrificing a three-
orned goat to Samael.

43. An oval area one-third mile long by one-quarter mile
aeross. Strong storms continually pelt the area with a rain
of hot water. Adventurers in the area are hit by 2d8 light
ning bolts every three minutes (avoid S30Agil). The storms
dolnot @ffect thefrainy of fifteiacrossythisyareas

44 . A-rectangular area three-eighths miles long by one-quar=
er mile across, the perimeter marked with a grey line. Fer
Qus” Nroen/steel) material carried-inte the area ‘are s{rong

Aoty ad SEEiss e’ Jhounidiy ( fogrgeach’ poinis of | Strengthla. moftal

possesses they can successfully carry 5 pounds of metal)l

Reducde a person’s effective Agility by one point for every

25 paunds metal carried. A three-story stone structure is

the” area’ s center. An encounter occurs here on 1dl2 rolls

GTET 10, checked every 5 minutes.

A5 large stoney 130 FT _high, ©0| FT across at tthe base.
The rock is riddled with 4 FT passages, home to fourteen G
AR vEhOnS DO, ACLH). .

46. The ruin of a three-story tower is at the bottom of a
Sand|prl. . §he PpPitras, 1200 FT ackoss| by 40 FT |deepd The|ruin
I's_occupied by seven Putrid Wolves (HD5, AC22, rotting
bite) .

A Diamond Golem (HD10, AC80) stands on the pedestal. The
golem gttacks the Adventurers on 1dl2 rolls GTET 4~aftex -t
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pedestalr is touched by a good person (limit 50 roﬁnds).

48. A _V-shaped ditch, each segment one-quarter mile~long- b
40 FT across and 35 FT deep. Two wooden bridges span each
Segmet . Anh encountexr occurs here on 1d20 rolls GILET 14.

49 1. Duffiorain’s Tunnels. The tunnels consist ofi founy un-

Jerground levels, the first and second levels lie in paral-=
lel (not beneath each other). The first level has twenty-one
rooms, the second level has sixteen rooms, the third level
has twelve rooms, and the bottommost level has twenty rooms.
The~tunnels includes a room of flying arrows, a room . withlan
enchanted organ, a room of Anger Poppies, and a room of sa
cophagi. Monsters in the dungeon include Griffons, Humbata,
Lycdanthropes (Rats), Nightmares, and Ogres.

50. Dungeon of Blades. The dungeon consists of a five-=story
red stone tower and two underground levels. The tower ex-—

Cerior 1is studded with sword blades, many passages 1in the

underground have lines of exposed blades (cuts cause teta-
nus, S32Stam). The upper level has seventeen rooms, the low-
er level has fourteen rooms. A river of blood cuts through
he lower level. The dungeon includes a room of enchanted
mirrors, a room with a circular decapitating blade, a room
with a man being boiled alive, and a room with poisoned

ests. Monsters in the dungeon include Basilisk Lizards,
Caleygreyhounds, Trolls, Type 7A Devils, Infernal Hourds,
Hippogriff,and Giant Snakes.

51. Hraebrae’s Monument. The monument consists of eight
pairs of 20 FT yellow stone columns, each pair spanned by
a yellow metal arch. In the center is a sarcophagus-shaped
ad-stene, 15 FT by 5 FT by 4 FT tall. A plagque on the.red
stone identifies the monument as commemorating the Siege |of
Ansondhing, conducted by Legion XXII, 1083 years ago. A
neutral person|touching the stone gains AC+1dl2 for Id100
ours.

52. Camp Barriono, headquarters of Infernal Legion XX (Gen-
erat Asaqgqg). The camp consists of five one-story wood build-
ings |with| copper roofs, a two-story stone building with

soppex._roof, and a rectangular shrine to Amayon. . The camp
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commander 1is Gusswaht (Type 7D Devil). The garrisén comrsist
of twelve Hulden, eighteen Oduru, four squads of Ladatajés,
sixteen Zoybim, ten Common Devils, five Ordinary Devils, and
$1x Centaurs of Hell. An underground kennel holds twenhty-
siee " LRfernsd "Hounds \(HD7,. AC30).

Sl A rutneditworstory| st@he, bl lding with an ygnderground

yévelO0f six rooms. The roof is missing and the upper fleCr
has jagged walls. The building was formerly a brewery and 1
fitled with metal vats and tanks, lines, valves, and machin
ery. Fifty barrels of dark ale are found in the basement]|

epeQunter occurs here on 1dl2 rolls GTET 7.

b4d. A sand shelter i1s occupied by Avrivellia (neutral fema
Human, Fire Wizard L10, Traveller). Avrivellia is on-a tou
istt jaunt across several of the Celestial Spheres.

S AN aeclc SO ET83cTross. conpains| many| bouldefs up td 425
across. The boulders are tan, brown, dark brown, and
mottled, each one engraved with primitive petroglyphs and
SAGk HglY et hew fagure-s:. aie s Gt Rt 1d10) - (MW bear, /4(2) bird,
3) devilyy (4)¥dragen, (5] frog, 6) snake, {7) helletnd
(8 “IinoEaNE A T Dy ROBSEEE Z ailael -« Al good perdgon ‘tduchi
a~dragon figure gains immunity from fire breath weapons for
1d100 hours; an evil person touching a snake figure gains| im-
AL - tQr personssfor-1d1l00sRours.

6. Oasis of Simoon, ruled by Mummy King Zaemor. The oa-
sis has| lower temperatures, bushes, and palms. It includes
a Funerary Temple, a monumental Obelisk, two large pools| of
water, a Tomb in the sand, and a maze concealed in a multi-
story Sphinx. INF/OOK.

57. A circular area three-eighths mile across, the perimeter
marked with a thin red line. There is no oxygen inside the
area) A mortal entering the area becomes unconscious after
numbegr of Jrounds equal to their Stamina statistig¢ (S34Stam
checked every round). An unconscious person dies after an-
other number of rounds equal to their Stamina.

58. Kurkenstone Quarry. The quarry consists of an open pit
420 FT long by 300 FT wide by 100 FT deep. Around the top
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are~four-one-story wood buildings with copper roofts, twe__
EEMAE Wl arf stone cigterng, and four hoists. A forge talkes dp
two underground rooms. The quarry manager 1s Dusguan-Salw=
ool (evil male Dwarf, Master Miner, Warrior L7). The staf
eQnsists of twenty-two Ordinary Devils, nine Common Dey-
1ls|, six Type 7A Devils, two Oduru, eighteen Bugbears, and a
e ol . SSHrddensinee e thg ‘'qE RO Tiice are ten 1magots |of, gdqld,
2lghtyingots of silver, fourteen ingots of steel, and.an 1
got tof ;platinumi

59.| Monument of Chelpeen. The monument consists of an eight-
sided green stone pedestal, 22 ET across by 5 FT high, with
a 15 FT silver statue of a Type 7C Devil holding a spear a

lantern. A bronze plaque on the pedestal indicates the
statue ocommemorates the elevation of Chelpeen to an. Oduru,
2853 years ago (currently a Hulden).

O A s ard FoEREs (. "B acrgss by 15 T deep. Therfpigliis kept

led with wood, with a 1lit bonfire. The smoke rises 200 FT
and can be seen three miles. An encounter occurs here on
A k2 rodl S Gt TR A

bl. Al cruciform-shaped area, each arm three-eighths mille

1ong by..ene-quarter mile across. Mortals entering the-area
are paralyzed (S30Stam, checked every three minutes). A one-
story domed shrine to Lucifer is at the center of the cruci-
form.

627 A circular area three-eighths miles across. Two hun-=
dred pools of bubbling lava are found in the area, between
FT and 30 FT across. A haze of smoke and noxious gases
hand over the area, causing hpl damage to lungs every |roun
S3ZStam)s Scedueing visibility. to-40 FT, and- causdng aQcon
sciousness after a number of minutes equal to a person’s
Staptnglstatisticl (S30Stam)l.

63. Three |concentric circles of Flags and Banners from the
Infernal Legions stationed on the Seventh Circle.“Each-flag
SRR R Fe R gl mountedijon®ariZ20” FT pole, selmenit®ia hpundred=
pound red stone holder. An Oduru and squad of Ladatajas are
always found here.

64l An F-shaped pool of water, 220 F¥ long by 80 FIacrosgs,
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5 BT deep at the edge by 20 FT.deep at the center. Four~blue
stone statues of Mermaids are mounted in the pool with uzns
that.splash out water. A vial of this water destroys.a dia-
bolic|creature pof LTET HD6.

65.) A sand mound shaped like a horned owl. The mound is 99
el enGriionas s kde ol POl g h s The ‘eyels, arguambgr boygl-
ders, 8 FT across. The beak is orange soapstone. Under the
left eye 1s buried a copper chest containing 90 gold neck-
aces (each 1d100*1d12 GP), 173 gold rings (each 1d100*1dé6
GP), and 52 silversarmbands! (each 2d20*1de6c GP) .

b6. Al Hulden (Comdon, Diabolic Officer) 1s diggingrin the
sand outside the ruined shell of a one-story stone cottage.
HeYis Ieoking forya lost silver-bladed Dirk +2 (unhoty)~los1
in skirmish a few days ago.

bl AN O=sghdped ditah, 3% FTgacross by RO 'FT deep, . thd intd
L1or~-3s 280 FT in diameter. A one-story black stone cattagg
Slhands s Tie st clfitd et Biislidesis 4 "FT .go¥d 1dol elYa sCpr-
pian. Exil. persons whol touch the idol’s tail gain the ablil-
ty B0 summon ¥d6 Giant Scorpions (HD3, AC25) one time-{mu
be used within 1d100 hours).

68. A sand shelter is occupied by Dabord (evil male Human,
arxior~N8) ,Halysus f(evil ‘male Elf, ‘Warloeck L5), and Exk
tose (evil male Gnome, Shaman L7); these three are criminal
vho stole from peasants in Eurothian and burned their farms
théy were captured and escaped from the dungeon through-a
forgotten one-way door to Hell.

69. A circular area one-half mile in diameter, the perimete
varked. with a dark green line. Swarms of stinging insects
are found inside the area. Mortals suffer hp2 every minute
they iplthe area.. Visibility is limited to 40 FT.

70. Rheusteaus (male Djinn, HD7) is found resting in a sand

shelter. He 1s tracking Al’Preserb, an Ifreet who has kid=
napped Rheusteaus’ daughter, Coradellina.
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; southwest Map

T A stomne patio, 20 FT by 20 FT has the stub . of _a Black
stone| obelisk, shattered 5 FT off the ground. Pieces from
the upper 20 ET of the obelisk lay on the ground.!Whenl mor=
talls approach within 100 FT, a Poltergeist (HD4, ACY¥®) pxcks
up_stone pieces and whirls then about like a whirlwind, per-
sons impacted suffer 1dl10 damage (avoid S32Agil) . Two-per=
sons can be attacked/round.

2. |0asis of Ezrabah, Mummy King Kemelnesses. The oasis has
lower temperatures, bushes, and palms. It includes a Funer-
bry Temple, a monumental Obelisk, two large poolsy of watery
a Tomb in the sand, and a maze hidden inside a multi-story
SpPhing I NE-

Brirnce’ s~ Gaol. A four-story brown stone building-con=
structed around an open courtyard, with two portcullis en-
sranees. The top floor has 60 cells, the next floor has |80
cells, the second floor has 50 cells, and the groundyfloor-has
40 /cells. The Gaol warden i1s Reversiam (Type 7D Devil). The
failers include two Hulden, nine Oduru, fourteen Ladatajas
five Type 7B Devils, three Type 7C Devils, and six Zoybim.
here are currently one-hundred forty-four prisoners.

4 A\A sghare cistern, 19 FT on a side by 26 FT high,| sitting
on elght black stone columns 7 FT high. Pipes and valves e
tend out from the underside. Encounters occur here on 1dl12
rodls SPET 64

A 60 FT metal tower with a 20 FT by 20 FT room at the
top. |Stairs wind from the ground to the observation deck.
he tower'!'is guarded by an Oduru, three Ladatajas, two Typ
IBIDevills, afnd fotr Harpies of Hell.

6. A.sand shelter is occupied by nine Harpies of Hell (HDS®,
AC22), led by Accudori. The harpies are travelling to the
Kighth Circle for a job interview.

Ao e A B ol L AL Paodfor L ighi=brown S ERecbulbling ol ll,

ovalYshaped, 90 FT dong by 35 FT high, surreunded by a-Dbre
stone rim. A geyser of hot oil erupts every 1d20+1d12 min-
tes; avoid S29Agil, affected persons suffer hpldé burns.
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flask of\oil podred on the sand  solidifies it for 30 minutes
GENET byl 6 FT sectiion). |

d. Gramsmith’s Mausoleum. A two-story blue stone builds¥
Mee e 30 FTRDVESSOETE | withy a icopper [roof . The |grillwork|door
is made of copper with a keyhole lock (-4 open lock) . The
ground floor has murals of the life of Gramsmith Leshnight
neutral male Human, Warlock L4, Artist). The upper floor
101ds a green stone sarcophagus with Gramsmith’s decayed
pbenes; the 1id requires Strength GTET 32 to lift. Inside the
tomb is |[found a silver-bladed spear +3 (good, Holy, Baneyof
il PrilesSit e b gt d Faonet ol €8 rol L s "GIFET.* 8% 'S 312Stan) . A |se-
cret door in the upper room leads to a hidden ladder down
to an|underground room holding five chests of gold (4500 GP
each), ~one chest has a Ring of True Seeing.

9, €orcarthien Armory.' A one-story brown stone building
pbuilt| around a central courtyward, with two underground lew
¢1ls; the upper level has nine rooms and the lower level has
fourteen rooms. Nesbeeth’s (evil male Dwarf, Warrior L4,
Master Weapon Smith) forge is on the first underground level.

e ~commander is Jumphenjon (Type 7C Devil). The garrison
LnclufesiiTour "Hullldeny "shiec @dumd,* two squads of Ladatajls,
Hve Minotaur, two Type 7A Devils, and three Zoybim.

10, Meldicin Museum. An H-shaped two-story red brick build-
#ig with slate roof. The museum exhibits the crowns and-rey=

al jewellery from across the Celestial Spheres. The curato

Is. Waltim (neutral male Gnome, Warlock L8, Master Librari-
an) . The staff consists of nine Common Devils, [four]Ordinary
Dexils, six Medusa, four Centaurs of Hell, and two Naga.

ISl Ciast15g of fliames ™ The Ycastle consistsrof| ten |circy-
lar six-story towers surrounding an eight-story black stone
Keep, the whole surrounded by a ditch (40 FT wide by 28 FT
deep, guicksand at the bottom). Two drawbridges cross the
ditch. A 20 Ft jtall yflame{burns from huge copper Qrazigrs ol
op of each tower. The castle is commanded by Ruyalmad (Typ
7D Devil) . The garrison consists of six Hulden, nine Oduru,
three squads of Ladatajas, seven Zoybim, and two squads of
ZEnteyar hgnacers«

s ANLOIgR natural-passage 5 FT by 7 PT leads ta thrae un
derground rooms, occupilied by twenty-six Spitting Cobras
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(HB3;, A€l8, fatal venom). The rooms are strewn with many u
identifiable bone pieces, mixed with shed snake skins|. Amdng
theNlitter are 42-GP, 11 SP, a diamond (3864 GP), a_moon-
ERERe (O SO RSEEIN . andll a PotTon of iInvisibility (faYls oy 1d
pous s YGTET 16 ;

13.] A circular area one-quarter mile across, the area is |in
complete darkness to a height of 50 FT. The darkness-does
10t protect against the rain of fire. An encounter occurs
ere on 1d12 rolls GTET 6, checked every ten minutes.

14, Oasis of Har’Behop, ruled by Mummy Queen Eliora. The oa-
$1s has lower temperatures, bushes, and palms. It includes
a Funerary Temple, a monumental Obelisk, two large pools of
water, -a Tomb in the sand, and a maze hidden inside a multi
et ary> Sghimxd  TNEAQOKE

S5+vAl circpilar whiteg buillding fwitha dome, held up byNort
black stone columns. An altar inside is broken in four piec
esrand blast marks are on the floor. The area is occupied b
three male Cyclops (HD9, AC30) with spiked clubs, shields,
helms, and spears. One Cyclop has a Staff of Fireballs (47
charges). Evil persons touching any piece of the altar are
icaled hpl (per piece).

16., Fralhowl Dungeon. The dungeon consists of a three-story
H-shaped red stone building and five underground levels. The
opmost level has twelve rooms, the second level has six-
Ceen-reoms, the third level has a huge natural cavern plus
five rooms, the fourth level has an underground river, three
floeded xrooms, and seven dry rooms, and the bottommost level
has sixteen rooms (including one with five gold jackal-=head
statues with the aura of evil). The above-ground building 1
oceupied by a Hulden, three Oduru, and ten Ladatajas. The

second level has a magic circle.

17. An oval area three-eighths miles long by one quarter

miles across, the perimeter marked by a thin red line. Ad-
venturers inside the area are bombarded by 3d6 Fireballs ev=
ery five minutes (avoid S30Agil).

18. A natural tunnel has five entrances, each 5 FT by 6 FT,

ceading to three intersecting tunnels. The tunnels are 680
Bt o]l 00 FI long. THe: tufnels [are Hlledywithyfundy, ong
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every Isd00™ET: (1) Cloud, (2) .Gold,- (3) Psychic,*(4)fP@$;
son. A warrior’s body is found in the tunnels with Helm |
AC+10, Chain Mail AC+14, Steel Gauntlets AC+8, steel leg
EeeEe o rspPACESL. and a Long" sword +1 (Light produfing,y Flie
Bane)

19.] Brogan’s |[Arch. A black stone arch, 26 FT high at the
c€nter; 38 FT across at the base, 12 FT thick. The -arch ex-
ends| 15 FT on either side, made of grey stone. Twenty gar-
geyle’”s heads are mounted on the walls. A 10 FT silver sta
ue of a woman in a toga holding two books is mounted on top.
A secret door in the wall (-3 to find) leads to a ladder with
A trapdooryonto” the top. /A neutral person touching the <Sta
e 1s protected from magic arrows (including the spell) fo
1N60 hours:.

20-~A natural tunnel 8 FT by 4 FT leads underground!.to a
prick-1lined chamber occupied by ten Dragon Lizards (HDS5,
AC45).. One section of brick can be broken through to a
smy e r¥ybnicked rgom holding 60sangoes” of gold, 0N AGOLS
of |silver, twenty barrels of gold ore (one-third gold), and
elve“barrels of salt.

The Palace of Amayon, Prince of Hell. The palace con-
g4 $ isto g Sthlinn=sToyvalle shape Mlue «8Tone fbulrlding Sywith
slate roof, a six—-story octagonal tower is at the end of| the

ort segment. The palace is surrounded by orchards, the
whole enclosed by a black stone wall 20 FT high. Amayon’s

eneschal i1s Iagondodoo (Type 7D Devil). The staff ineclude
nine Hulden, thirteen Oduru, twenty Ladatajas, fourteen Com-
mon. Devils, ten Ordinary Devils, and eighteen Zoybim. Amay-
on has a collection of rare coaches in a large barn behind
the palace. DPL.

22| An B-shaped pool of mercury, 150 |FT long by 42 FT wilde,
bordered by a bronze rim. The pool is 2 FT deep at the
sides, 18 FT deep in the center. Bronze 14 Ft statues|of
seaherses ! stand at each end of the pool.

23l. A rectangular area, three-eighths miles long by a quar-
er mile wide. Earthquakes occur in the area every 1d8+1d6
minutes, knocking all Adventurers to their feet (hp2 damag
VOIS 3Iglil)y ~An-encounter occurs_here onildlZ2Arolls GTE
P
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24. Camp Oreditton, headquarters of Infernal Legion XTI
(General Osse). The camp consists of five two-story wood
buildings with copper roofs, three one-story stone buidd-
ngs, | two stone cisterns, and a red stone altar to Amayon.
The“camp is surrounded by a 20 FT wide ditch, the bottom
filled with quicksand, three drawbridges allow access to the
amp.._The commander is Sunquichy (Type 7D Devil). The gar-
ison| consfiists,. of six*Hulden, [fen. ®duru, three sqgnads pf
badatajas, ten Zoybim, four Medusa, and three Lycanthropes
(Bear) . [The camp has a/ 30 FT bronze statue of Amayon on “the
panrade ground.

5. Al rough tunnel 6 FT by 4 FT leading underground to a fi
SQI Cayve” complex. Three rooms have. phosphorescent mush-
rogms, and -ome,is|occupied by four Leucrotta (HD3, AC22)TY

6. Al stone plaza, 200 FT by 160 FT, in alternating green
and black paving stones. A low green stone wall is along t
west and“north sides.~A 6 FT silver star is embedded in th
plaza center. A stone water fountain is broken. A patrol| of
a~Hulden, Oduru, and squad of Ladatajas stops here every
a2 - d S e tir S

277 A 97 FT metaly towef, 20 FT on eaeh side, with a,metal
doon ' (ftoundyiFocked, =1%o ‘op&f) 4 A L8 EFT . elock|facelis ohn
each~side, 75 ET from the ground. A complicated cleck mecha-
nism is inside the tower between 50 and 80 FT up.

28, An earthen mound shaped like a snake swallowingja rat.
RRESNOLLD A SES DEE e relsls L ong by 40 vards acressi 40 FT high

roups of 5 FT white stone boulders mark the eyes and fang
angdroups of purple™rocks form arattle. on (the tail. |Burig¢
semewhere on top of the mound is a chest holding a 68,482
B ehbad Elid Ca Ppailr lof  dilamond, earrings| {43,603 'GP).

29. A brown stone pyramid, 240 FT high at the center,Y200°F
along each side, with two arched entrances. Inside the pyra

mid are more than a mile of tunnels (4 FT by 5 FT) and siXx
rooms. Adventurers encounter fungus every 1d100 FT, as de-
eérmined from 1d8, (1) Explosive Fungus, (2) Hanging Fungus
(3) “$helf | Fungus, (4) Stool Fungus, (5) Tropical |[Green Fun
gis .~ 6) Bloud Mold, (7))~ Gold Mold, (8} Rusii Mold.
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30\ A rQugh~tunnel 5 ET by 9 FT leads to an-undergrount, ca
occupied by twenty Wights (HD3, AC25). A circullar wdll ig
200\FT deep, the bottom 40 FT filled with water; a 5 FT high
tunnel leads to the west (90 FT below the floor).

31% A six-legged metal tower, 110 FT high, a 25 FT-by 25 P~
room at the top. A large purple flag flies from the tower top.
Ihe "garrison consists of three Oduru, three Type 7A Dev-
1l1s, and two Type 7C Devils. They have 20 javelins, sik lon
Pows A600  arrows  (2¥Human. Slaying and Dwarf Slaying, SB0S-
tam), twenty explosive grenades, eight smoke grenades, two
boomerangs, and a weighted net.

32. Manor of Krysollases. The manor is a tan T-shaped thres
Story stone building with a twenty-room underground lev-
el ] The |manor is surrounded on the north with a field of
tahl caeti, and on the south with a field of Sleep Poppies.
rysolllases is a Type 7D Devils (Infernal Judge). The-Majox
Domo is Valeyoff (Type 7A Devil). The staff consists of fo
Medusa, eight Type 7B Devils, two Zoybim, six Zombies, five
Skeletons, a Zombie Master, and seven Bugbears. Krysollases
18 very interested in horse racing (often appears on Prime
aterial Plane under the alias of Gorakammel) .

331 Jesselhesk’s Crypt. A one-story white stone building
with a bronze roof. The exterior is painted with scenes of
phe "Oraglof Swamp. The interior has two large tapestxries-of
a zliggurat in a swamp, along with a green socapstone casket
The casket 1id has two statues of giant frogs on '‘it. The
cagket rorftafins Jesselheskfs (evil mdle Half-Ef, AINf/Water
Mage Ll17, dead 827 years) preserved body, copper Lijeth’s
Bracers, Never-Cleaving Armor (chainmail AC+10), Boots of
Silent Speed, Bracelet of Tirelessness, and a copy of |Pelk
Bastiaxy<s On.1d20 rolls GTET 15 a Wxaith. (HD10, ACl20)\ap-
pears in the crypt.

34 . The ruined|shell of a onerstorly stone buildinlg, Ccyhsisy
ing of five rooms, and an underground room. The cellar is
oCcupied by four Basilisks (HD4, AC22). There are also nine
barrels of spoiled beer, three barrels of mouldy flour, a
parrel of brine, and a barrel with five ruined cheeses.

5. A .sand shelter is occupied by Tolmurrow (evil male Hu-
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man, Crusader L14), Bulprist (evil male Human, Crﬁsadvk,‘f
EENIL2 ) IDoldomthan (evil male Gnome, | Warrior I1J10), Jand T
Covestave (evil Warrior Ll11l). They are traveling to lthe
$hrine of Crows (Location 36, Southeast Map).

36 Oasits of Tatahlis, Mummy King Urvitez. The oasis -has
lower temperatures, bushes, and palms. It includes & Funer-
ary Temple, a monumental Obelisk, two large pools of water,

Tomb in the sand, and a maze hidden inside a multi-story
SRhinx, INE/OOK.

37. A one-story black stone cottage with a copper roof. A
grouprof ten Zoybim are found playing cards and drinking
adachy» (an inflermall alcoholic¢ drink) .

381 A rectangular area, three-eighths miles long by one-
quarter mile across, the perimeter marked with a thin silver
line.[ The area has a frictionless surface; persons crossin
he area reduce their effective Agility by 6 points. An en
counter with airborne opponents occurs on 1dl12 rolls GTET
checked every five minutes.

B9, A brorntzel d@cep SeasERhigbMioy 14" FT across by 2 FI'TLhic
set into an iron frame. Iron padlocks are attached to each
side, 2 FT across. An iron chain wraps around the entire
door. A mortal who touches the door gains a +1 bonus when
picRimg IPoeks for the next 1d100 hours.

40). A~stone plaza, 200 FT long by 140 FT long, paved with
brown and grey paving stones, the plaza surrounded on three
sides by a 25 FT-wide ditch. A smooth blue stone pyramid| is
LnAtire cenhter, 300E¥ high by 40 FTE long “on “each™>sxde>

3. An-X-shaped region, each arm is one-quarter mile Teong
one-eighth mile across, the perimeter marked with a yellow
ine. Devotion-level Prayers have no effect, Mystery-level
Prayers fail on 1d20 rolls GTET 5, and Majesty-level Praye
awllon = 1d20 r0lls GTETTHO S Antiencountgr: ocgurs In the re-
et Ol d 1 2 1O LWSHG TET &7 d

42 .~A-circular red stone tower, 100 FT high, occupied by
Slandoreaus (neutral female Half-Elf, Seer and Mystic). Sh
ls found 4+n a tower room-lined with books writtem in Infer
nal Cant. The lower room holds a kitchen, fifty-foun whole-
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some meals, and twenty gallons of wholesome water:

43~A laxge sandstone rock, 72 FT high by 40 FT acrgss.
rock 1s home to nine Black Wyverns (HD9, AC44), who dive
down and attack passing mortals.

44, A circular area one-quarter mile across, marked |with |a
FT-.grey stone lip. Inside the region are thirty relling
pboulders, each 25 FT tall. The boulders move under their o
power:. Persons in the area suffer hp3d6 crushing damage fro
being run over (avoid S32Agil, checked every 3 minutes. An
engounter with airborne attackers occurs on 1dl2 rolls GTET

S, An~oval area one-quarter mile long; the area is filled
i thiFe Mt tSEsea Fhifone il 28 [FT adross By S5 FT Tong.

There is 30 FT to 50 FT between pits. An encounter occurs 1in
this area on 1dl2 rolls GTET 8, checked every 5 minutes.

46+ A brick-lined tunnel 6 FT by 9 FT leads to two under-
ground chambers lines in grey stone blocks. The chambers
oUse a torture chamber, including two racks, an iron maid-

en, two bed of nails, six sets of wall manacles, a whipping

Rost, three braziers with branding irons, and a selection

of 'whips, cudgels, and needles. The chambers are occupied

by | three Oduru, three Ladatajas, and two Type 7A Devils. On
dl12~r0lls GTET 8, the manacles hold a Type 7B Devil, a Ty
7D Devil, a Zoybim, and a Minotaur, an Ogre 1is strapped int
a.rack, and a Bugbear is strapped to a bed of nails.

4°7. A rectangular area one-third miles long by one-quarter

ile tacross, the perimeter is marked with a thin red metal
line. Adventurers crossing the area encounter hpldl2 explo
Stve mines every 2d100 FT (avoid S28Agil).

48~ Rolphet’s Altar, dedicated to Samael. A black stone pla-
1 85 05 e o s Bair TR h eSiailtea i [i8st rojudh ped stene, Flo F¥ by

S ETlwidel®a solid blocdklg8usET highl. Golld:rings (4 FT diam-
eCer) are fastened into the stone at each end. A pertrait o
Samael is engraved on the altar’s front. A five gallon pew-

eér urn of Unholy Water sits on the altar. Glaphume (Type

7C Devil) and four Zoybim are present on 1dl12 rolls GTET 8
theyare butchering two giant hogs and offering theirl hear

to| Samael in pewter vessels. Good and neutral persons touch-
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ing thesaltar suffer hpldl0 fire damage (hpld4.if 830Staq) ;.
evill pensons touching the altar suffer hpldé fire damage (if
S28Stam-they gain the ability to become invisible to Type 7
Devils (all types, no save, effect lasts 1d100 minutesy” fo
Lthe next 1d100 hours.

49, A gney-blue stone pillar, 90 FT high by 10 |[FT agross,
e “top supporting a 55 FT square metal platform. The plat-
orm Ls occupied by lthree Rotting Dragons (HD8, AC45) .[ A
21,008 _GP value Black Pearl is on the platform.

50, Jastimond  (evil male Gnome, Priest L15) is met walking
rough the desert. He has an amulet that repels the-rain-Q
ire. He is traveling to the Coellanihat Museum (Southwest
ap #62) to get a book on the manufacture of a rare varian
of |[banjo, along with compositions by the master banjo play-
er;,. Caxabollas.

1. Al rough tunnel 3 FT by 4 FT leads underground to an
elghteen room cave system, arranged in two levels. Thelar
est room is 410 FT long, the second largest 1s 624 FT. One

oOm_has-steam geysers, one room has Forget Flowers growing
from-ftoadgtool pones room 'hasta stoned Komodo Dragon, Jone

oom_has a hot spring pool, and a wall in one room has bee
dug into with picks. The room closest to the surface has. an
abandoned camp site (1d20 days old).

520 Hert Ny L SehieliFhelfTor seonsists 'of'isix one-stiory ned
one~bulildings with slate roofs inside a five-sided black
stone wall, 30 FT high. Underground tunnels lead toj three
four-story guard towers located outside the wall. The fort
1s commanded by Solimah (Hulden). The garrison consists of
four Hulden, nine Oduru, two squads of Ladatajas, thirteen
ommon-Devils, six Ordinary Devils, and ten Zoybim.

5FNA eairn-of bleached white stone blocks, 12.FT hligh by 16
FT long by 9 FT wide. A battle-axe with a cracked blade 1is
ound under a block (+2 Goblin Cleaving if repaired) . The
cairn contains the bones of Friboran (neutral male Dwarf,
Warrior L11, deceased 602 years). A dwarf who touches Frnibo-
ran’s-bones gains the ability to summon a Giant Crow (hp4,
R o8 Tamdtlhiar)  pnce/dayifor 30 mimytesicfexpires inaddil

days) .
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S_A Tong one<story green stopne building with a tcQppek
Beelt dilg pagtially into the sand. The buillding is d ward-
houase fiXled with £all clay jars that contain [1d8]: I(1)
¢live o0il, (2) palm hearts, (3) red wine, (4) dried figs,
Edate s, L@ T e nnamon sticks, #(7) incense [3d20| poungds
at 5d100 GP/pound], (8) 3d100 pieces of amber at 1d100 GP/
piece. The warehouse is managed by Hoffri (Type 7B Devil).
Ihe workers include seven Common Devils, five Ordinary Dewv-
i1ls, a Centaur of Hell, three Minotaur, and five Zoybim. A
patrol of an Oduru and a squad of Ladatajas stops here ever
1d40+1dJ2 hours.

75. Arcircular area one mile across 1s the hunting-ground
for a|l Great Sand Worm (HD20, AC104). The worm appgars [on
dl2-rells GTET 7, checked every one-tenth miles, it swal-
lows Adventurers whole (avoid S34Agil).

b6. Quertormang Caves. Three rough tunnels, 4 FT by NFT,

leadylfrom {Ehes Surfage to|a three-level cave compliex. The up

pex level has one-quarter mile of tunnel and nine rooms, the

middle level has three-eighths miles of tunnel and eleven
ooms, and the lower level has two-thirds miles of tunnel

and ten rooms. An underground river crosses the lower leve

Legend says the final battle of the Slave Rebellion of 504

occurred in these caves.

7. A two-story black stone building with two portcullis

entrances, one additional level i1s underground. The build-

Mg 1is. a Treasury belonging to Amayon, and it holds 403,533

CP} 315,907 SP, 214,352 GP, 42,540 platinum pieces, threg

hundredlingolts ofl tin,! eighty ingots of bronze, and| thirty

glass gallon jars of refined mercury. The treasury 1s managed

by Unhillsac (Hulden), and has a garrison of three Hulden,

twelve Oduru, a squad of Ladatajas, eight Common Devils,

seven Harpies of Hell, a Medusa, and six Zoybim. All doors
are. -5 to open, all locks are -4 to open. A room in. the un-

derground section requires a password spoken in Infernal

Cant; 1t contains 2d20 enchanted weapons, 3d20 pieces of et

chgnted~armor, 1dl12 articles of enchanted clothing, and fiv

58. An oval area, one-half mile long by one-quarter mile

wlide;~ the perimeter marked with a line of sparkling crysta]

(each 3 SP). Mortals crossing the zone become mesmerized

Emppbemt B dMbqoks.
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(S30Wiltl, checked every five minutes; the effect pérsistg\ﬁ
3d100 minutes) . ~

e e ilieTaNre d St one plaza, 60 7FT acrossy. surroundy
ed byla 3 FT white stone wall with four gaps at the cardi-
nal“compass points. At ,the midpoint of each arc 1is~a I5~ET
talll silver flame statues with streaks of red. A 10 FT cop-
peT brazier 1in the plaza center has an ever-burning-20 ET
blue—-green flame. A plaque on the brazier identifies the[ area
dedicated to the memory of Infernal Legion XXVII and the
Bafitle, df Tuntraen,»fonught 4782 years agoyon the Plagrie Of
Etgrnal |Fire. The silver flames commemorate four Devils whose
valiant efforts allowed their Legion to escape the-owver-
helming trap; they are Heffrolus, Lophazi, Weskzur, and
Askotolar. A mortal who touches the statue labelled Weskzu
galns the ability to call flames for the subsequent 1d100
hours.

60. A circular area one-third mile across, filled with |larg
Sawd oS ., SheCh: pRtRaEs 7 d2EESONTE “aores s~by 1d20fhdl 2R
deep. On 1d20 rolls GTET 16 a Giant Rattlesnake (HD2, AC30)
g at the pit bottom. On 1d100 rolls GTET 98 a metal chest
LS. at| thetlpit "Bascomy *lloTdinghldl2~1000 GP. An encounyger o
QUT ST ALLL JEtiEsT, o ue aeedi | el PRS CONBIESWIE TITFEE S, 0

61. A sand shelter is occupied by Havendima (neutral female
man, Poet), abandoned 1d100 hours ago by her guide and
bodyguard. She came to Hell to get a commission from Princ
Zimidar. Havendima has twelve wholesome meals and six gal-
lons of wholesome water. She has a Dictatum’s Pencil, a Ring
oflProtection +2, and an Antidote Ring.

62. Coellanihat Museum. The museum consists of a two-story
shaped brown stone building with a slate roof. The museu
displays rare musical instruments collected by Samael, along
wth musical-scores, portraits and busts of musiciagns, ahnd
BTN 5 de ke liaigh e ke ey shails, [Bhat Play 'reedrdings’ ‘o¥ fa=
ous compositions when touched. The Museum Curator is Ama-
dollas (evil male Gnome). The staff consists of an Oduru,
three Centaurs of Hell, two Zoybim, a Bugbear, and a Harpy
ogf Heldl . Three hundred yards from the museum is an-area-ef
fused sand surrounding al circular (2400 |[FT.vertical shaft
T wide) .
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Circle Eight | + Y\
Diabolic Prince Zimidar (Purple field, 8 gold coins over a chalice) Ajj
Diabolic Dukes Adramelech, Focalor \)

iabolic Generals Furfarrello (Pit 1), Cagnuzzo (Pit 2), Hiisu (Pit 3), Jutas (Pit 4), Barbaricj\
cia (Pit 5), Eligoss (Pit 6), Agares (Pit 7), Baulaum (Pit 8), Alichino (Pit9),

her Notable Creatures | Nephilim Giants (Nimrod, Shinar, Anteus); the Palace of Samael, Dia- /I\
bolic King, sits on the inner rim of the Eighth Circle overlooking Cocytus | 7

(Black field with white skull impaled on spear, dedicated Devils are Keres, /K‘[

Caleabrina (Pit 10)
evils Common, Ordinary, Daityas, Iblis, Romatyas, Zoybim, Types 8A through
8C gT
s

x

Quivaras, Jinguma)
Sinners and Punishments |Panders and Seducers (Pit 1, kept running and beaten by Type 8A Devil{
Flatterers (Pit 2, immersed in sewage and liquid filth), Simonists (Pit3,
bought or sold spiritual offices or traded the favor of Gods for personal
wealth, power, or privilege, stuffed into boulders with flames on their
feet), Diviners, Augers, Witches and Fortune Tellers (Pit 4, marched by
Devils with heads twisted behind). Barterers (Pit 5, traded public office I

TR

or trust for personal wealth, power, privilege, immersed in bubbling tar
and pitch), Hypocrites (Pit 6, heavy gilded lead coats, marched by dev-

ils), Thieves (Pit 7, transform from human to serpent, chased by poison- P

£ i

\

N\

ous serpents then regenerate), Evil Counselors (Pit 8, ruined their Mas-~ -
ters, wrapped in flames and marched by Devils), Makers of Scandal andT
Schism (Pit 9, flayed by Devils and bird feed on organs, then regenerate); |
Falsifiers of Things, Words, Deeds (Pit 10, rotting skin diseases)

Environment Dry and Arid padl Y

Physical Challenges QOuter Cliff (up), Inner Cliff (down), Concentric Trenches (ten) ‘E
Size Torus, Outer Circumference 105 miles, Inner Circumference 40 miles,
Outer Radius 13 miles, Inner Radius 6 miles, Width 7 miles
J\\ Description
RMSESCT Ecfl S sie sSa by the bottom of, a NS00 PT hivegh (Chiff £, Nt -
low the Seventh Circle, curved outward and back under to
King climbing impossible. The inner border is a 1200 PFT
i 51 e qglid FRYahove tthelNantht €incle . Mortdls rdach The )

e

_<

ighth Circle after transport by Geryon or by finding and
chimbing down one of the four spiral stairs located the fou
compass| points.

Ten concentric circular pits (trenches) are dug into the
Circle, the first (outermost) being a quarter-mile from the
oter cdi1ff with succeeding (inward) pit spaced six—-tenths
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ofva mile apart, with a half-mile separating the lastfpitf
RO thel inner cliff. Trenches are three hundrdd FT [acrods
by 150 FT deep. The Circle is essentially flat and is cov-
gred by a dark grey rock with the look and feel of asphalt
except for the many raised ridges that run in straight| line
ar*ong rwadiis Each ridge is 20 FT above the ground~by 38 _FT
wide at the top and paved with silver bricks; arched bridges
cross each Pit, 50 FT above grade at their center; a par-

icular bridge is damaged or missing (unavailable) on-1d20
0lls| GTET 17. The ridges are spaced so their outer ends
axe 5 miles apart. Guard stations are found on every ridge
three-quarters mile from their outer end, two miles fromithe
end, and three-and-a-half miles from the end; each station
+¥S commanded by a Daityas, with five Type 8A Devilsy two-Typ
BB Devils, and two Type 8C Devils (a station has a three-

ory~circular signal tower, two common rooms, anhd three
ae WPishHm,

Direetional Obelisks are located one hundred yards Thward
from [the outer perimeter, four miles apart; each one is of
Rlackhstope® 0T tall.. Each Obelisk has arrows flacing norf
(cIockwise) and south (counterclockwise) that identify the
Diaboli¢«Princes #Bnd Dukes |lof this circle ! (Zimidar, | Samagl,
pdrametech, and Foecalor;y the order of the names depends on
obelisk location).

Eixght gigantic (Nephilim-sized) hoists are installed-aleng
the inngr border.| If mortals ean convince | the giants to pp-
erate the hoists, they can be used to travel to the Ninth
Circle below. If Adventurers cannot convince the Nephilim
elp Ilthem, they will have devise their own path to the bot
tom (e.g. climb). There are no engineered means to go from
BTSRRI 1EL SUEORE Fo S1E NS sboB®Eom ;

Weather and Physical Effects

Daxk roiling clouds hang over the Circle with black stream-
ers hanging down toward the ground like tentacles. Flashes
of red light light up the sky every 10 to 15 minutes. |Mists
and smoke and vapors of many colors drift up out of the

pits. A dank cold wind blows out of the center of [Inferno,
often 30 miles/hour gusting to 45 miles/hour. The average
emperature on the Circle is 45 degrees.

BdyelTsureTs experlence infense cramps #£rom the fayul sxench
of decaly and sewage that permeates this Circle (S32Stam,  cu-
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mulative =1 modifier for every hour of exposure). An. affects
person cahnot| perform spells and prayers, performs dfirect]
combat at -4 TH, and perform other physical tasks with a
450% penalty.

Trenches

OQnhe. Jets of fire randomly occur along the walls and floor;

ortal is attacked by fire every 1d8 minutes, avoid S33Agil;
affected persons suffer hp3d6 damage. Mortals are attacked
by [[d20 [Fype8A Dewvirlsiion. . 1d20 rolls GTET.14.

TWwo. A noxious mix of sewage, offal, and other liquid- filtth
HEE e SFh P Ise SEORa "Mt aght “of87 (B, gnd iclauadstofidlizzi ng., in-
acts (Flesh Flies, Poison Gnats, Giant Mosquitos) swarm
above the liquid. Mortals swimming across the filth contract
1d3l disease each from the contact (S30Stam). D2etermine dis-
edases from 1d12: (1) Dengue Fever, (2) Tuberculosis, (3)
Diptheria, | (4) Tetanus, (5) Malaria, (6) Elephantitus,| (7)
fellow. Fever, (8) Dysentery, (9) Smallpox, (10) Typhoid Fe-
ver, (11) Tapeworms, (12) Bubonic Plague; see Codicit of
Malladies for details. An encounter occurs to mortals swim-
prng~thie muck on 1d20 rolls GTET 15, checked twice; de-
Ctermine the creature using 1d4: (1) Mud Snakes, (2) Giant
S8lugs,. (3) Giant Leeches, (4) Type 8A Devils. Mortals flying
above the muck are attacked by Type 8A Devils on 1d20 rolls
EvERpy e 32

hree. Adventurers are knocked from their feet by a quake/
tremor every 1dl10 minutes (S30Agil). Persons fall if climb-
ing when a tremor occurs (S32Agil). Mortals attract 1d3
ballls of fire|every 1d20 rounds unless succeeding on |1d20
rolls GTET [30-Will], checked every five minutes; a ball of
ire does hpld4 damage every five minutes (avoid S30Willy, fir
530Stam) . Mortals are attacked by 1dl2 Type 8A Devils lon
1a20 rolls GTET 16, checked every ten minutes.

Four. Mortals are attacked by 1d20 Type 8B Devils on 1d20
rolls GTET 14, checked every ten minutes. Mortals are at-
acked by Thorn Vines on 1d20 rolls GTET 15, checked every
fire- minutes. Biting Flies are annoying but not damaging.
Fixve. The trench is filled with hot bubbling tar and pitch to
a depth of 15 FT; thick smelly smoke collects above the ta
(1d20 minutes unconscious, S32Stam). Adventurers swimming
he Pit suffer hpl/round damage if not protected against
heat. Adventurers swimming the Pit are attacked by 1d10
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Pitch Devils on 1d20 rolls GTET 15, checked every five-min-
EREEDS anid byl1d8 $corpion Ckabs on rolls GTET 12, checked
every three minutes. Adventurers flying above the pifch are
attacked by either Pitch Devils or Type 8B Devilsron 1d20
rolls GTET 14, checked every five minutes.

Six. Mortals|look|at the gilded coats every 1d20 rounds
(axxQid dooking S34Will); the glowing light blinds a|mortal
for 2d20 minutes (S32Stam). Adventurers in the Pit are-at
acked, by |1d12 |Type |8B Devilsion 1d20 rollst GTET {13, dhecks
every five minutes.

Seven. Mortals in the Pit are attacked by poisonous serpent
on 1d20 rolls GTET 12, checked every ten minutes; the spe-=
cific serpent is determined from 31d12: (1) 1d3 Ancient Liz
ands7 N2 Nd 4 Gllani=hEba Constrictoxs, ' B)A1Fd3 “Sputting Co-
bra, (4) 1d6 Giant Coral Snakes, (5) 1d4 Gila Monsters, (6)
1d6, Kompdo Dragons, «7) 1lde Great Monitor|Lizards, ((8) 1d6
Glant~Rattlesnakes, (9) 1ld3 Three-Headed Hydra, (10)~1d2

Wyverns, (l1) Green Dragon [without wings], (12) wingless
Red Pragon. Mortals are attacked by 1dl2 Type 8C Devils on
1d20 rolls GTET 15, checked every ten minutes.

Pight. Mortals in the Pit are attacked by 1d8 flame-wrapped
Manes on 1d20 rolls GTET 08, checked every five minutes.
Mortals are attacked by 1dl12 Type 8C Devils on 1d20 rolls
GTET 14, checked every ten minutes.

Nine, Mortals in the Pit are attacked by 1d20 giant-birds
on 1d20 rolls GTET 8, checked every five minutes; the type
of bird encountered is determined from 1dl2: 4(1) 1d3 Gian
Viadtures, (2) 1dZ2-Warbler Birds, (3).1d3 Giant Rawvepns,>~(4)
1de Giant Owls, (5) 1d3 Ghost Owls, (6) 1dé6 Great Magpidgs,

). 1d3 Giant Hawks, (8) 1d2 Greater Firebirds, (9). 1d4 Gi-
cimmiia I cEis( OJsSI e, Ghanel@rowd, « (L1IN":1d4d . Stiyger "Birds
(12) |1d6 Club-Tailed Birds. Mortals are attacked| by 1d12

yoe 8C€-Devils on 1d20 rolls GTET 14, checked every ten mx
(G =5

Ten.[This[Pit is in| weak twilight making it diffieGlt™0 se
Mortals in the Pit develop permanent boils and disfiguring

in diseases within 1d100 minutes (S35Stam). Mortals-are
afiffected by the gloom and torpor (weakness and lack of éner-
gy, S33Will, checked every fifteen minutes; affected persons
scratch themselves bloody — hpl damage every fifteen min-
utes) . Mortals are attacked by 1d20 Type 8C Devils on 1d20

ol1ls GTET 14, checked every ten minutes.
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- Cixclewmights Locat iofs

(Unmarked) The Palace of Samael, King of Hell, is located on
the rim of the inner Eighth Circle cliff, overlooking-€ocy
e ChESNESRIES Clhilrc le ([Just south ofiduée e€ast [from Luci-
fexr]. The palace consists of a black stone Tower, ten sto-
rigs above ground, with three underground levels. Samael’s
Concubine i1s Jaironna (Succubus); his Seneschal is Neznai
(Type| 9C Devil); his personal Secretary is Aodhnait (femals&
Nightmare,| Rascal, Assassin, Wizard); his personall Asslista
isYCerd¥Ct Kiuriak  (Type 9C Devil), and his Valet is varkgn¥
(male Vampire, Rascal). The offices of Gwuiym (male Fire Gi-
arit >~ Wizard), Grand Inquisitor of Hell are also in the Tow-
er.,

1. An enchanted area, oval in shape, three gquarters of a
mile long by one third mile across. The perimeter is marked
7 T rosescoleretk Blosks 0L 8tone« One~quarter gF wlloQld
oins carried by Adventurers disappear after every one-tent
ailetravelled.

2.|A rectangular area one mile long by one-half mile across.
Pink wapors drift across the area, causing mortals to _bece
numbed (cannot feel their skin; S30Stam, checked every one
Centh mile; the effect persists 3d100 minutes).

B il reimanitul ar siSEerel "qua e 100 0" "I T by /50 BT by| 125 T
deep. There are two one-story wood buildings along the rim
and two metal hoists. The quarry boss 1is Barsbeki (male Hu
man) . The staff consists of 30 Common Devils, 19 0Ordinary
Devils,| 11 Type 8C Devils, 7 Type 8B Devils, 10 Type 8A Dev-
its, and 40 Dwarf slaves.

4. A one-story stone cottage with slate roof. Inside 1is Cl
ment (male half-E1f, Rascal L15) and Melusine (female Human
Healer) . They are spies for Lord Raynucio, a front for the
Demon Noble Andjezs.

A herd of 320 Hell Cattle, watched by 9 Type 8B Devils.
6. Two squads of (ten) Romatyas at archery practice.
7. Spire of Oalganoli. A black metal pyramidal structure

80 KT tall, 35 FT across at the base. An oval door in the
balse gilves access to a 25 FT diameter circular room; ladder
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gozp T two fiigher rooms, 18 ET across and 12 FTiacrdésbﬁ
A blue pennant flies from the tip. On 1dl12 rolls GTET 7 the
room 1s occupied by two Type 8C Devils and two Type ! 8A Dev-

X%

8. Mausoleum of Mapheo (Type 8B Devil). The structure 1is
white stone, 24 FT by 18 FT, with a 10 FT statue inside over
a-marble slab in the floor. Under the slab are black bones,
P14 GP, 88 SP, five diamonds (490 GP, 683 GP, 8329 GP, 1285
GP, 18353 GP), and a silver-bladed rapier.

9. |[Boragyt Armory. A one-story green stone building hold-
rhg a forge and two rooms of weapons (150 spears, 120 jav-
slamsk 80 e ioousse L2 50 drrows, 200, darts 4 40 drosshiows,
0 el ts 10 sdlingsy 300 .pieees of shot, 190 . scimitarg, 40
guipligsses 20 Pong swolrdsy L2 ‘bastard swords) aTfhe #omory is
gudrded DS i X $Nypen§Al Devifhis¥sGn’ 1d12 xed I s#EGTETES | the ar-
ory ds attended by Gyffard (male Dwarf, Master Smith).

Q. A~ FT by 7 FT tunnel into the earth leads to a twenty
room complex inhabited by 300 Fire-Breathing Ants (HD1d1O0,
ACA2) . Anside isgifound 132 ISP, 46 GP, 4 pleces|of ohyx (102

P, 184 GEF, 38% GP,¥838 GP), 'a black pearl (11,583 GP4s ah
a Greater Healing Potion.

11, Paveya Ruins. The remains of a three-story black stone
manor, the west wall is largely missing, and the roof has

several holes. An underground room off the kitchen has two
barrels of salted meat (60 wholesome meals). The ruin is 1
habited by Death Beetles (HD6, AC44, fatal poison), Giliant

RIS JE SpuckinghBugs S (HD1,» AE@14) , |Giant Spiders J|(HD3,| AC20) ,
arid- Poison Caterpillars (HD2, ACS).

2. Nine tall rectangular white rocks, each one 20 FT to 3
FTrtal Iy by 8 FT acCross, with auras o0f enchantment SNPouch-
ing the| third rock causes an Adventurer to be able to walk

roygh stone for the subsequent hour (S33Stam).

3. The Palace of Zimidar, Prince of Hell. The palacelis a
four-story red brick structure surrounded by a red stone
wall, with gardens of red roses. Zimidar’s Seneschal is Lu-

ivarengo(Type 8C Devil). The staff consists of 25-Common
Pevils,” 2P Ordinaryl Devills, 9 Typg 8CiDevils, 11|type|8B
Bevils, and 14 Zoybim. He also employs 5 Centaurs of Hell,
Harpies ofeHel L, |7 -MinotauEssEand 2 /Elre’ GhantsSk y4imidar YCol—
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lewts rare books about plants..DPL.

14.-A monument to Yosmen Rawli, Diabolic General, deceased
$387 years|. Thel monument consists of black pavemert, fpur
RISl s ComeMav i Sidens), ;120 FT high by 5 FT' Chiek, surrounded
by @ ring of black metal spears. Yosmen is remembered for
leading |a charge against an elite unit of Trolls at |[the Bat-
e of Furgen Lakes.

Alone-story blue stone Gaol with ten cells, a guard roo
and an officer’s room. An underground section has five addi-
tional cells. The gaol is commanded by Lodwic (Daitywas),

th~a garrison of four Type 8A Devils, three Ordinary Dev-
s E S Eommens Bevidlde and laiiZoyioim . | The Gaed' has Jd8 prison
ers as. determined by 1d410: (1) Type 8A Devil, (2) Type. 8B
e SIS IR DS clr Dol | SREN S SEOT s, T( 596 Romajeira ss Yo) . 29y —
Pd g e S et v ORISR, - ~(BNSERENNan’, (9) ' Bl dCIMmPwarf .
16. Camp Ilinnosk. A three-story brown stone building |with
Ore underground level, the headquarters of Infernal Legion
VIII (General Hiisu). The garrison consists of twenty Com-
mon_Devils, eight Ordinary Devils, twelve Daityas, fifteen
blis, eight squads of Romatyas, eleven Zoybim, fifteen-Cen

aurs| of Hell, and six Ogres. The camp has a kennel with
nde Infernal Hounds.

17 Garden of Teetor. A square area 1000 FT on a side, sur-
rounded by a 5 FT white stone wall, two entrance arches are
on each side. Mortals walking in the garden are attacked
byrentangling vines that suddenly grow up (avoid S31Agil,
checked| every 2d12 rounds). The yellow fruit of the| Malgty

ee cures diseases, its squeezed juice repels giant in-=
S'CielBa

18 An B FT by 11"FT tunnel underground leads o a~>0 FC
cave room occupilied by eleven Harpies of Hell. The room con-
ains 20 -gallons of clean water, fifteen wholesome meals, 68
GP, 184 SP, two short bows, 47 arrows (one Human Slayer, Ol
Mage Slayer), and five smoke grenades.

19. A blue-flame wildfire burns in a rectangular area a half-

fileacross. The area is thickly-covered in sagebrush and
other woody plants. The fire does not consume the plants. ‘
e

g0l Camphesdn Ardh. AJgreeli#metal frime' afchy B2 EY high’a
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the Ccenter, 36 FT wide at the base, 10 FT thick. Fhe arghﬁ
BREon &8 grgen stione base, §80 FT by B0 FTl. An Jencouynter Joc-
curs_here ontldl2 - rolls GTET 7.

21. A|lsand pit of gritty grey sand, one-eighth mile across
by~35 FT deep. Three Type 8A Devils, four Common Devils,
and a Zoybim are loading sand into a large metal hopper on
wheels, pulled by six gigantic Buffalo.

2. Al thorn hedge maze covers an area 1000 FT by /00 FT,
with four entrances. Inside the maze are three Gaityas and
two Iblis. Hidden in the base of a 15 FT Minotaur statue are

hree emeralds (8537 GP, 10673 GP, 17683 GP) and a silver
Dagger +1 (deals 2d12 damage to corporeal undead).

23] An § FT by 107FT tunnel in the ground leads down to~a 2
FT |cave |room; inhabited by a pair of Catoblepas (HDY, ACHO,
death gaze). The room 1s littered with bones and damaged
(ordinary)| armor.

24) Post 37 Tower. A black metal frame tower 40 FT high,vthe
B0 560 Bl vl O S FN NERe gl Mt s dr e ons i sts. af four Ordinary
Pevils, two Type 8A Devils, and a Zoybim. They have five Jav-
elins (one Mortal Slaying), three long Bows, 112 arrows (2
peisoned), and a Wand of Magic Arrows.

254 A SAFT by 7 ET tunnel in the ground leads down Lo a
seven-room cave complex; the biggest room is 55 FT by 20
FT. The cave 1s inhabited by two Berg Trolls (HD9, AC40)
and-a €ave Troll (HD11l, AC50). They have 427 SP, 214 GP,
eight Bloodstones (each 1d12*1d100*1d8 GP), twenty wholesome
meals, and 25 gallons of water.

o see by dr P IO S Ter iy w 2O ET ‘i gh by«20 [FT .agrossi:A

stene building 8 FT by 8 FT holds the valves and spigots.

The water is diseased. An encounter occurs hear on 1d1l2
ocNs GTET 4.

e s L asraiem Py e, ol g TRV Iege e/ F T . agross, on- $tone|ceol-
umns 6 FWI ofif the ground. The pyre is burning-~furieusli
wlith gignt-sized bones. Eight Hell Salamanders| (HD5, ACZS5,
fitte~breath) are present on 1d12 rolls GTET 6.

8. Namishkan Post, headquarters of Infernal Legion VIT
(Generall Cagnuzzo). This camp consists of three one-~story
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woed bt ldings with slate roofs, four metal-walled\one~sto
builldings, and a two-story stone building. One undergrourd
room has eight jail cells and other has an altar to Lucifer.
he post commander is Kamsiphini (Type 8C Devil) .vThe~gar-

o consi SesTolEr thii rty [Common. Devils, {thirty=five Ordfinary
Devils, eighteen Daityas, twenty-one Iblis, eight sguads of
Romatyas, and nine Zoybim. There are also five Centaur of
He1}, eight Harpies of Hell, and three Medusa.

oMo RmE cksS| " Poedi* AN Jowval ipoolilof sulphtutrous: water| 800

FTylongyiby 350 FT wide, 20 FT deep in the center. A carwved

white stone fence surrounds the water. Four black stone

ratues of horned Mermaids float across the pool. Good mor-

als who drink the water are transformed into a pillar of

olid - Sulphur (S30Stam; affected persons remain Sulphur fo

2dT00 hdurs) }

20. Castle Piznalea, headquarters of Infernal Legion-XIX
(General Caleabrina). The castle consists of a four-story

red _stone Keep surrounded by a 35 FT red stone wall. Insidg

the wall are four one-story wood buildings. Outside are two
concentric moats, each 15 FT wide by 20 FT deep. The post
ommander is Potambon (Type 9A Devil). The garrison consisis

of twenty-two Common Devils, twelve Ordinary Devils, twen-
Cx_baityas, twenty Iblis, seven squads of Romatyas, and ter
Zoybim. | The castle has| four Manticores - (HD11l, AC52)T

1. A square region a quarter-mile long by one-third mile
across. The surface 1s frictionless (reduce effective Agil]
Ty by 6 _points). An encounter with airborne attackers occur
Uik i 24 ¥ 01 sk GT BT @5

32. Two orne-story black sStone buildings with metal rowts,
the buildings house offices. The first building holds fourtee
ZO0ybim, supervised by a Type 8A Devil. The second building
holds sixteen Zoybim, supervised by a Type 8B Devil|. On [1d1l2

clls GTET 7 six Romatyas are present.

3. A mound shaped like a horned Monkey with extended | claws
THE mourid 15 400 vFT long by 100 -FT aeross,” 20T tall along
the edge, 30 FT tall in the center. An 8 FT pit on top holds
a brass chest (key lock, -3 to unlock). The chest holds-a
silver vessel that imprisons an Efreet (HD8, AC28).

34|. Camp Smaelnar, headquarters of Infernal Legion XIII
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Eeb<rod flhgossi,. The camp copsists of threestwosstorw
stone buildings around a parade ground, with four one-std-
ry-kuildings behind them. The camp is surrounded by la 20 [FT
oat, 'with a stone bridge. The camp is commanded by Mekon-
beck (Type 8A Devil). The garrison consists of nineteen Com
mon-Devils, twenty-three Ordinary Devils, fourteen Daityasy
eighteen Iblis, seven squads of Romatyas, and twelve Zoybim.

B5. A| circular area one-half mile across filled with fungi
oSNNI 1-gh [C ol ST hhlghy Wi Gh* mitishr oom capstup .fto 6 FT
across. The fungii are poisonous if eaten raw but is safe
consume after cooked. Spores from the area cause hallucina-
romns_AS325tam) . There are no paths through the fungi. En-
ountersioccurlini e . area on Pdl2 | rolls GTET 4.

36, A red stone mausoleum, 40 FT by 25 FT, with a red met-
al |[lattice door. Stairs inside lead to a small underground
room-holding the painted wood Sarcophagus of Lionawas (Lich,
fF'ire-FEarth-Air Wizard, L22). The stasis holding Lionawas 1is
broken when the lattice door is opened. The Lich has a Fla
T v oRdNEE S L anc SEREEE At G HRghtning Bolts.

A-circular area 1 mile across, filled with geysers. Eac
geyser.1s |a* cone 4 sHT to |V FI. highiwith| bases 5 KT to |8 FT

2eross. Adventurers crossing the area are sprayed by hot ,,.
ter every one-twelfth mile (2d8 damage, avoid S33Agil). An

e A e Eemm et r Sailngt hil's anaefdon 4 dl 2 “eolls GTET. 5.

38. A black metal platform with three yardarms, the platfos
158 FT _above ground. Two yardarms are 20 FT off the ground

and have empty hangman’s nooses, the third has the swinging
bedy of~a Minotaur. On 1dl12 rolls GTET 4 the hanging pacrty

is present - a Daityas, three Iblis, a squad of Romatyas,
ive Common Devils, and three Zoybim.

39. Magoraes Treasury. A three-story black stone build-
Lrig-surrounded by a 15 FT metal fence. The treasury holds
three million GP belonging to Prince Zimidar, in[black met

al chests each of 10,000 GP. The staff includes a Fire Gi-

ant, three Centaurs of Hell, and five Zoybim. The building i

guarded by six Daityas, nine Iblis, and three squads of [Ro-
matyas.

40. Fort Bayotmeck, headquarters of Infernal Legion XVI ‘
(Generall Baulaum) . The Fort consists of five four-story black
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stone tewers, connected by 24 FT walls, 8 FT thick. Thexe _
are| two two-story gatehouses with adamantine portculllis. [The
fort. is-commanded by Nowpoc (Type 9B Devil). The garlrison
gonsists of ten Common Devils, twenty-four Ordinary Devils,
iwelve Daityas, sixteen Iblis, five squads of Romatyas, and
eight Zoybim. The fort also houses thirty Harpies of Hell.

417 bubron’s Tunnels. A 4 FT by 8 FT stair leads underground
10 a threetlevel dungeon. The uppermost level has]fourfeen
xooms,._ the middle level has twenty-one rooms, and the low-
est levgl has twelve rooms.The dungeen has a po0Ol & mdol-
ten silver, a fountain of Unholy Water, a carved face that
peaks 1in riddles, a room with a gigantic chess set,; and
room with flying spikes. The dungeon is populated by Monitor
b zards, Komodo Dragons, Wyverns, and Dragon Lizards.

42 . Whitetop Station, headquarters of Infernal Legion VI
eneral Furfarrello). The station consists of six two-sto-
y white stone buildings that form a rectangle around the
parade- grounds, four one-story wood buildings with metal
roofs, and a five-story white stone Tower. A ditch and dike
surround the station, with iron spikes around the perimeter.
The sSstation is commanded by Irgonhop (Type 9A Devil) .~.The
garrison consists of fifteen Common Devils, twentyrsix Ordi-
nary Deyil sy ten-Daityas, ~fourteen Iblis, four squads-ef R
matyas, |[nine|zZoybim, and two squads of Centaur lof Hell Lanc-
eraen. The station has four Bronze Golems.

43. A circular region three-quarters miles across, filled
wlth numerous vents of hot Sulphur. Each vent is 4 FT to 8
FT lhigh, 3 FT to 6 FT across, releasing elemental Sulphur
and ‘rotten egg gas.’ An Adventurer crossing the area suf-
fers hpld8 lung damage ($30Stam, checked every one-tenth
mile; damage cannot be healed by prayer). Apply a -2 TH mo
ififer due to limited visibility. An encounter occurs on 1dl
rol'ls GTET 6|

44 . An oval region one mile long by two-thirds mile across

marked by ‘4 FT yellow stones along its perimeter. In this

region gravity pushes away from the ground surface, prevent-

ing normal surface travel. Adventurers must fasten spikes or
lOooRs~1nto-the ground to remain on the surface, - or-be capa-

ble gf flight. Encounters with airborne Devils occur on 1dl
Ql L=~GTET- 4.
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453 -Goumanstone Forge. A two-story red stone building-with
a one-story wood extension. The wood section stores |coal)
charcoat~and flammable gel. The ground floor of the sfone

pssRcy g helkdasd () shiort 'swordd, 19 [scimitars} 15 Wirksy 110
bR e oS ket s et hiels, 300 picks g 8 mattocks, [ 50 trenchling
todds, and 210 arrow heads. The forge is on the Upper ilogz-
The forge 1s operated by Gouman (male Dwarf, Master Smith,
exvil Warrior L8), assisted by Nukorchion (male Ogre), Uch-

oh (Common Devil), and Hackbor (Common Devil). Gouman has
Hammer +3 (double damage versus Human, limb crushing on rol
20)[. Nukorchion uses a Heavy Mace +2 (paralyzing).

d6. A5 FE Py 5 FT tunnel leads underground to a brlisk-1rTn
e Cmasbnaiih e Sregatanes pa L letd (#27 to | find) L. Thell roeml.1is gccu-
pied by Horinax Tresshold, the exiled Grand Duke of Phail-
ment (male Gnome, Shaman L7), with his bodyguard Olzon
(Ogre, HD5, AC35). Horniax was overthrown nine years ago and
ransported to Hell through a ritual; Olzon found him. two ‘

vears later.

47, A 6|FT by 9 FT tunnel leads underground to cave|complex
ofleleven rooms, eight of the rooms are partially filled with
hot (100 degree) water. The caves are occupied by fourteen
Naga (HD7, AC40). They have one hundred gallons of wholeso
water and fifty wholesome meals. They also have 1583 GPy,. six
diamonds, three Alchemical concoctions, and one enchanted
Clothing item.

48. Zoadem Lode. A silver mine consisting of three vertica
shafttsup to 1000 FT deep, with five horizontal levels. Thrés
one-story wood buildings are on the surface, with a truss,
a~hoist, four water tanks, a crushing mill, and a pile of
slag. The mine is run by Haldan (male Human, Master Miner,
arrior L6). The mine staff is twenty-six Common Devils,
thirty-three Ordinary Devils, eight Type 8A Devils, four
Ogres, and twenty-five Minotaur slaves. There are eighty-

ree silver ingots at the mine and ten gold ingots.
49. A 20 FT tall red metal statue of five vipers entwined .
gebtnd Bpolle. Edch'sifakefars 1ovFT lTvng Dy..3 FE .thiek "(HPLO,
hpB83, fatal poison — S28Stam). When two or more good persons
dppredchwithin 15 FT the snakes become animated and-attac

50 . Two stoned Medusa stand pointing inward towards Lucifel
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One Medusa wears a green dress+and cloak, the othér wéérgx
yelllow dress and black cloak.

bl. A|5 FT| by 3| FT natural tunnel leads undergrouhd tof a
csave complex of nine tunnels and thirty-one rooms on two
leviels; Tthe largest room is 250 FT long and 35 FT high.™Q1e
Bodn. holldsS el nss of “aWHll anes Ship,| one roomgfhas g posel of
mércury, and one room has three Mummies (HD5) sleeping in
heir sarcophagus.

52) A rectangular region one-half mine by one quarter mite,
the perimeter marked by small flares every 25 FT. Explosive
mMinesy (hpldl0, range 4 FT) are buried in the area. EachAd
enturer must avoid a mine every 200 FT (S30Agil).

53} An altar|to Zimidar, constructed [of purple|stong&, 22

FT AR SARET S ensE o ek ¥pl 1 lans oS ElT high.#The ftop aiss €t ched
ith five chalices. The altar has the aura of evil. On-1d20
olls GTET 14 an illusion depicts a nude human woman chaine

on. top of the altar (S32Will). An encounter with 1d8 evil
Priests|occuks here-on 1d20 rolls GTET:  13.

5 4 T Ho o'l et S o ghelitih OIS S AN+ Seshiaped pooly of water )y 125%FT
long by 50 FT wide, the middle section 10 FT deep, the
ends 5 FT deep. Five red stone fountains are life-sized
Hell Horses. A 3 FT red brick wall surrounds the pool. An
ex11l person who completely dunks in the pool (naked) gains
AC+1d20 for the subsequent 1d100 hours. An encounter occurs
erelon 1d20 rolls GTET L5,

550 A 4| FT wide vertical shaft leads down 28 FT to wherel the
pones 0f Ragalmor (male Dwarf) are wedged. His Ghost (HDbS)
e undato the [ BoREeswand. 1sMrestriicted to 8250 |FT. radi-
1S . Ragalmor has Chainmail AC+16 and a Helm of All-Seeing
(AC+10) .

6. A brick tunnel 12 FT by 7 FT leading to an underground
brick chamber, 40 FT long. An open black stone sarcophagus

eates one Skeleton Warrior (HD3, AC30) every 1d20 rounds
1d20 Skeleton Warriors are already milling about in the
room.

57. A blue metal tower 45 FT high, 20 FT wide, on a blue
tone plaza 50 FT across. An eight FT diameter, twenty-six

Page 75 © 2013 Spellbook Games



hour, mechanical clock is mounted on the tower.

RO St~ LN "oyl ndrdicalEblack stone buildipqg, 50 FT in
diameter, with three doors around its perimeter. A 20 FT-
uide five-story black stone tower extends upward from the
roof. Ared metal canopy covers the observation platform
at |the Hop. The garrison consists of two Iblis, five |Type
8& Devils and three Common Devils. 1d8 Ordinary Devils axe
ound in the lower room.

59 The |Dancing Giants. Three concentric rings of upright
SCghesiT)ehe InncEnMosSERr i Nga228 T h1ighl, «thesmiddde ring 1} FT
bighythe outer ring 12 FT high. Images of dancing-bearded
male Giants are engraved on each stone. In the center is a

clay urn. A good person who walks between the rings of
stone three times in a counterclockwise direction receives
one minor altered realities (wish).

60. An oval area one-half mile long by one-third mile

2eross. The area has large number of silver ore nodules.
Each nodule is 1d20*quarter pound and half its weight 1is
puke sidyer.'.An encounter occurs here on 1d20 rolls|GTET| 12.

61. The Ruin of Castle Andorchi. A castle destroyed in bat
Thre 2763 years ago. The Keep ground and second floors re-
maln, part efe thel Shrine ofi Lucifer, two sides|of the wall,
the trench along one side, and parts of three towers (40 FT
high) . There are also eight underground rooms. The ruin is
occupied by two Djinn who are searching for a jeweled Scep
tey” (36y235 GP) to trade to a Djinn Prince for their-Tac
ther’s freedom.

625 Hlzindrd Prisond A three=story| black stdne buildixg,
ith open center, 200 FT along each side with a single 20
portcullis. The prison has 200 cells and 164 prisoners.- It
1s| commpnded by Turmayon (Daityas), with a garrison| of slix
blis, nine Common Devils, twenty-one Ordinary-Devils, eigh
Centaur of Hell, and four Medusa.

63[. A chrcullar area one-half mile across,; the perimmeter

marked by a |shallow trench. A strong, continuous, rjain flalls
everywhere across the area at 2 inches/hour. An red stone
Tdol |of Deluge sits on a 10 FT red pillar in the|area|cen-
er..
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RN s lcpl it-—raiil peng eachithold 14100 Hell Cdttle,| two |
pens- have four Hell Mammoth each, and four pens have. 1d20
onitor Lizards each. A one-story stone cottage is occupied
by six Common Devils and two Ordinary Devils. A one-story
wogd barn holds feed and tools.

65. Gorlasidmee Plaza. An open area paved in blue stones, 110
T byl 60 FT. A 30 FT blue stone statue of a, flying Gonasidmé&
ype -8B Devil) is supported above the plaza (height 35 FT)

above an 8 FT white fountain. An encounter occurs here on

e cE? e RS G BT B ]

66. An area a half mile long by one-third mile across, the

axea s filled with multi-colored boulders. Each boulder is

R S OARE TREE O SRR ety SESRSEIESH G 20 [FTMa drossis el :an ¥vidl

pexson fkouches a boulder itl levitates 25 FT on 1d20|rolls of
70 (1d100 minutes), revealing a pit 12 FT deep. On second

Td20rol I'ge g 40 theipit|leads to a dungeon of 2d20 rdoms.
An_enhceunter occurs in the area on 1dl2 rolls GTET 10«

61+ Helno Temple, dedicated to Zimidar. An eight-sided stone
templle with bronze dome; the sides alternate purple and .

gold |[colors, with two arched openings. Inside is |a puzrple

wood atgar 12 FT by 4 FT and a gold metal altar 10 . FT by 4
FT. The temple is tended by Aphothanis (evil male half-Elf,
Priest Bl2) 7 Yorkel (Type 7D Devil),‘and Exbrat (evil malle
Gnome, Priest L10). An evil person who touches the gold al

tar gains the ability to pass one encounter with devils on
the Eighith Circle (expires 1d100 hours).

8 .~ Nodnevor Monument. A red stone cylinder 5 FT high sup-
porting a bronze metal statue of a Type 8C Devil with[two
ridents, standing on a Minotaur’s body. One of the triden
cah be removed (Trident +3, aura of evil, good opponents
are stoned - S32Stam). A person capable of seeing invisible
spots~a hole in the base with a 25,000 diamond in 1it.

69 . A X-shaped mound of red clay, each section 40 FT long Db
15 across and 20 FT high. A Greater Healing Potion [ds buried

where the arms cross. A Scimitar +2 (aura of good, +1 SBM
henycarried by a Priest or Crusader) is buried at the tip

of the northeast arm. An encounter occurs here on 1d20 rol
STET 16,
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70.| The rubble and remains from a one-story stone bulilding

h~six rooms. The ruin 1is occupied by three Visions (HDY,
AC60, 1incorporeal weapon to injure). A bronze coffer is hi
den behind a secret panel in the fireplace (key lock -3 to
open) . The coffer holds a pot of Life-Restoring Balm,” twe
rubjies (17,428 GP, 20,573 GP), a 15,369 GP pearl, and thgee
bY¥oodstones (8362 GP, 14,602 GP, 18,233 GP).

The Palace of Adramalech, Duke of Hell (between the sec
ond and [third pits). The palace is a square two-story red
stone building with five-story white towers at each corner,

eréy1ls one underground level reached from the northwest
tower. Adramalech’s Seneschal is Wutheof (Centaur of Hell).

he staff consists of nineteen Common Devils, twenty-four
Ordinary Devils, five Daityas, sixteen Iblis, two Romatyas,
fourteen Type 8A Devils, and fifteen Zoybim. Visitors include
Roeloff (Efreet), Poquenilla (neutral female Warlock Ll1l4),
Mactilla (evil female Poet), and Ghillis (male Fire Giant).

72 . Joron Castle, headgquarters of Infernal Legion XIV (Gen-
eral Agares). The castle consists of two concentric walls,
each B0 FIT highf by 30 FTythick, surrounded by a dry moat.
[here| are [two underground levels beneath thel strugcturel. Th
castle commander is Talwonbone (Type 8C Devil). The garris
consists of fourteen Common Devils, ten Daityas, fourteen
Ib1is, five squads of Romatyas, two squards of Harpies of
ell, and twenty Zoybim. Also present are Denjis and Cethb
Dopplegangers), Arselman (Lycanthrope, Boar), and Priscin
(neutral female Human, Healer). General Agares is known- for
haadsinteresttiginebl rds-and~falcons.

3. Keep of Alchemists (walled structure with two-story 1i
ing guarters, two-story stone alchemical laboratory, and
th¥ee-story unstable tower). The keep is occupied by Boni-
faec (male half-El1f Master Alchemist), Perevida (female
half-F1f, Rascal 5, mistress of Bonifaec), Lionors (male
uman, Alchemist), and Minnedora (female Human, Cook and

Qusekeeper). The tower holds the Elixir of Immortality.
INF.

4. CGamp Popondogat, headquarters of Infernal Legion XVII
(Gendral Alichino) .| The camp consists of four twg-stony
conwood buildings with metal roofs, three one-story wood
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buildings with slate roofs, surrounded by a wood-palisade
and al5 |[FT oil-filled moat. There are three four-stony stdne
towers; the southeast tower give access to a twenty=zroom.un-
derground section. The camp commander is Howibetho (Type 9A
Devi) L The!l garrison consists of nine Common Devils, twenty-
four Ordinary Devils, eleven Daityas, seventeen Iblis, six
squads of Romatyas, and nine Zoybim. Fifteen Infernal Hounds

live-.in a one-room underground den. The camp has an-altar to
ucifer tehded by Vdbanasko (evil male Dwarf, Prikst I[[4). ‘

75 A sftone pit, 85 Fiylongyby 32 FIwide;w 40 FT desp. AGi-
ant’s bones lie on the pit bottom (chainmail, helm, spiked
eTuby~"shert’ sword, backpack) . Six Green Protoplasm(HD%2,
P35, pseudopodia, acid spray) hide on the pit wallls.

76] An oval earthen mound, 155 FT long by 66 FT wide, 30YTFT I
high. A stone door on the west side leads to a collapsed in-
erior chamber holding two sets of decayed Dwarven bones.
Burning Calcti grow on the mound. An encounter occurs here g
12 rells >GTET 10.

77+ A rectangular field of sweet grass and flowers, one-half
ile long by one quarter-mile wide. A herd of twenty-four

Hell Horses and thirty Hell Cattle graze here, tended by t
ommon Devils.

18>~ Slepwalf Shrine, dedicated to Samael. A circular build-
ing, ‘|50 FT" across, the rear wall 15 solid white stoney the
front section is ten white stone columns. The roof is a coxn
pe¥ pyramid peaked over the altar. The shrine 1is tended. by
Amaldollaph (Type 8A Devil). An underground treasury room 1s

egached through a secret door in the back wall.

9. A four parallel lines of Sulphur vents, each line 1is .
one-third mile long, there is 60 FT between them. Each wvent
T e ie  SEr o tol BT 8o Y10 ET alp ithe|base), 6 FT to JL2°4FT
high. Each cone releases a mixture of Sulphur gas and other
noxious substances. Mortals are blinded by the stinging gas$
S308tam, checked every 5 minutes, range 100 FT). Elemental
Sullphur| can easily be harvested from the ground. An-encoun-
Lekggccurs here on 1d12 rolls GTET. 8.

80°. "A single two-story brick building (office), oc¢cupi¢ed by
sixreen Zoybim,-three Ordinary Devils, ‘and an Ibldis. The

Page 79 © 2013 Spellbook Games



~

building is visited by an Iblis and squad of Romatyas-every
four hours. [

L FA| fourrstory tan stone building with portcullys eny
Lrance. An underground level holds silver for Zimidar,| thre
hundred chests each with 8500 SP. The building is guarded b
four Dadtvyas,) four Iblis,siwo sSquads of Romatyds, and ten
afpies of Hell. The offices are occupied by fourteen Zoy-
bim, a Medusa, two Minotaur, and a genius Orc.

82 A rectangular area one-third mile by one-quarter-mile;
the perimeter marked by small blowing green stones. Mortals
vithin the area see 1d4 additional images (illusions) of all
ompanions and opponents (S35Will, checked every 5 minutes,
affected persons apply -5 TH modifier).

SSiivilL.greyvustonefplazal 1000 ETSE 75 T, wiCheffourswood
stocks painted grey and black. They are currently occupied
oy Gasparo (evil male Human, Rascal L12) and Venyse (Type

Devit ). The plaza is guarded by two Iblis, a square of. Romd
tyas, and five Centaur of Hell.

84. A5 FT by 8 FT tunnel leads underground to a circular
room,| 120 |ET in diameter! A Ghoul- (HD4,| AC30) and Zombie
1D3, ACI5) comes out of each of six niches along the-perim
eter every 10 minutes. 213 Zombies and 116 Ghouls are alr
ready in_ the room, there are 2d20 Zombies and 2dl2 Ghouls on
e~ Huir fTgen

85+ Camp Secramlar, headquarters of Infernal Legion X (Gen
eral Jutas). The camp consists of three underground levels

rth a total of sixty-two rooms. The camp is commanded by
Utalghan (Type 9A Devil). The garrison consists of twenty
Common Devils, seven Ordinary Devils, nine Daityas, thirtee
Iblis, four squads of Romatyas, and eight Zoybim. The camp
keeps twentyl Infernal Hounds (two Ogre handlers).

8 1A rough  tumnel 9 'FT tall by 5 [FT wilde leads o siX un-
dergroundirooms occupied by five Fe’ur Trolls (HD7, AC40, fi
breath). Found in the rooms are 600 GP, four emeralds (253
GP, 5583 GP, 13,588 GP, 18,504 GP), three swords (one +2,
good bane), chain mail shirt AC+16, four wholesome meals,
and two wholesome barrels of water.

& ‘

87. Crypt of the Red Scimitar Legion. A two-story ped ston
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bl Lding,~ 66 FT by 35 FT, a stair leading down to Lhree. le
elisl of datacombs. |[Four hundred ten members of the Leglon ‘are
buried here. The crypt is guarded by ten Specters (HD7, ACS8O0
el s ) BRdNEEN Wraiths “(HP1O, AG120 ferrows) .

88% A metal guard tower, four stories high, occupied by
twelve Doppelgangers (HD5, AC25+armor); the Dopplegangers
appear 1like dwarves in chainmail.

89. Alcircular area a half-mile across, the border marked

with wood stakes. No person carrying more than ten pounds ©

iron/steel can enter the area. An altar in the center has
wo ~silver-bladed swords stuck into it, one +2 (good only,
ndead slaying), and one +2 (evil only, Priest slaying).

90] A rectangular area three-eighths mile long by a quarter
mile wide, the perimeter marked with bronze bees mounted| on
stakeg. Mortals in the area hear a continuous loud-buzzing
bnd humming. Pniests, Crusaders, Wizards, and Shaman flail

My perxforming prayers and casting spells (S32Will, checked
for each prayer or spell. An encounter occurs in the area on
0L 28 v ol s ok G el

91. The Pool of Soym. An H-shaped pool, the long sides eac
N0 FI~1long by 50 FT wide, the connection 70 FT by 50AET.

The pool is sBurrounded by a red stone plaza, with alblack

metal fence. The pool is 8 FT deep. There are four statues
of Type 8A Devils fighting large worms mounted in the pool,
each one 18 FT high on a 10 FT pedestal. Good persons who

completely dunk in the pool gain an additional AC+10 for t
StlEs cguent SdsGi@sihaties); wonda 1d100 roll. GTET 9§ thely alsp

gatn the power to destroy a Devil by touch (persists 1d100
A El e T T ETID T QeSS 2S t 5.

92 A 20 FT-stone tower, 15 FT on a side, stairs wind

arotmdSthie outside to |a 20 |FT cupola|on top. Four lhrge
bronze bells hang in the cupola. The tower is minded by

Havornoth (male Gnome, monk of Lucifer). A patrol of Roma-
yas comes by every 12 hours.

93|, A two-story brown stone building, having eight rooms
ogh the” ground floor, five rooms on the upper floor, and three
underground rooms. The building is occupied by Lemmelroy
Lichy Ailrx-Fire-Water Wizard L19),. and _his three|servants
Orsik, [Gurian, and Alvis (Dog-headed men, HD6, hp50+1d6;
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chain maid) s Lemmelroy has a library of very rare~RQooks.
ot Allr Magic. He is|partizal to Elves. ~

p4. A[4 FT[by 4 FT hold leads to an underground chambey, ov
cupied by Gowerdon (neutral male Human, Rascal L15), Ansuro
(evil male Gnome, Rascal L16), and Barjik (evil male half-
E1f], Ragcal L13). They are casing Castle Ivabrorio, |trying
to steal a shipment of gold to General Barbariccia.

5. Alcircular area one-third mile across, the perimeter ‘
mahked by a thin white line. Mortals in the area are -effeet=
ed by panic (S30Stam, checked every 5 minutes; the effect

asts _3d1i00-minutes) . An encounter occurs here on ldl2 rells
GTET 5. ‘

96] Castle Ivabrorio, headquarters of Infernal Legion XII
(Ggneral Barbariccia).| The castle consists of two four-story
bTack stone Keeps with metal roof, six six-story stOne £OwW-
brs, land fljour gne—-story wood buildings.| The castle hag a 39
purple stone wall surrounded by a 10 FT earthen berm. T
castle 1s commanded by Milgramang (Type 8C Devil). The gar-
rison includes twenty-one Common Devils, sixteen Ordinary
Pevils, twelve Daityas, twenty Iblis, five squads of Roma-
yas, ten Harpies of Hell, and thirteen Zoybim.

97| Namerone Quarry. A rectangular pit, 450 FT long[by 1[0
FL\widelby 100 FT deep. There are three one-story wood

pbuildings along the rim, with four metal hoists. The guarry
is directed by Horam Remin (neutral male Dwarf, Master Min
er, Warrior L8). The staff includes six Common Devils, twe
tyreight Ordinary Devils, eight Type 8A Devils, nine Ogres,
and fourteen Trolls. The quarry has three solid of ingots.

98. Horuin Theater. An open-air theater in the round, with
a~100 FT wide stage surrounded by fifteen seating tiers. On
1dll2 . rollls GTET 9 a production of the Damning of Mifrabellle
L5 in _progress. The audience consists of 24100 -Common Dey-

ils, 2d100 Ordinary Devils, 1d20 each Type 8A Devils, [Iblis
Romatyas, and Zoybim.

99, A circular area one-third mile across, the area is
led with numerous large gold nuggets. Each nugget- is
1d20*quarter pound, with pure gold equal to one-half the

nugget weight.
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108+ A xounded hill, one-eighth mile long by one—tenthtm;;
wide, by 80 FT high. The hill is planted with red-oxange |
Cactli, 8- FT to 12 FT; each Adventurer 1s attacked ewxery
ound by 1d12 needles (hpld6 each, range 25 FT). On 1d20
rollslof 20 the spines are poisoned (S30Stam, paralysis
1d¥00 minutes). An 18 FT statue of a horned frog is._onh top
of |the hill.

101. A ruined Shrine, with parts of three black-red walls

and a‘broken black altar. Occupying an underground room is
Takenmeoth (Vampire Lord, HD11l, AC65, hpl04, Shaman L11).

Takenmeoth 1s interested in creating slaves to take to on

ah expedition to the Querrixdeff universe (fifth Celestial

EIgOLEr T ShE

102. A cruciform-shaped area, each arm one-eighth mile lIong
by one-tenth mile across, the perimeter marked with white
tones engraved with cups. Mortals inside the area are af-=
fected by severe drunkenness (S34Stam, checked every 3 min
ses7 ~reduce Agility 6 points, reduce Will 4 points, apply
-5 |TH modifier, S33Will to perform any Prayer or Spell). An 8
FT'wide hole in the center holds 2895 diamonds, each valued
d100* 1'd Q0 * 1L dBEEP

1837 Six concentric thorn hedges, each hedge is 15 FT high
by 10 FT thick, with 12 FT between each hedge. A single wood
door 1s 1in each hedge, offset by one-tenth of the circumfer-
ence. The center area is 50 FT across, holding a garden of
rare lherbs (1dl0*quarter pound of any herb is found on 1d2
ro¥ls GPET 13). Ten petrified bushes are in the garden wen~
ter. An| encounter occurs in the hedges on 1d20 rolls GTET

04. Camp Donjanon. The camp consists of eight one-story
wopd buildings with bronze roofs, with a three-story black
stone tower, surrounded by a 20 FT wide moat filled with flam-
mable ©011. The camp is commanded by Kolkenhommer (Fire Gi-
ant, HD9, AC30). The garrison consists of twenty-three
centaurs of Hell, eighteen Ordinary Devils, fifteen Common
Devils, six Iblis, three squads of Romatyas, and two Ogres.

05>y The~Palace of Focalor, Duke of Hell. The palace. con=

sists of a three-story black stone U-shaped building set i
ide an cerchagrd of plum-srees. At-the #car are three klack
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lTned ponds and a greenhouse of poisonous plants: Focaler’
{ieNlor " Dano. 1s Imotiry (Type. 8B Devil) .| The [staffl condists [of
thirty-two Common Devils, nineteen Ordinary Devils, (five Da-
tyas, eleven Iblis, and fourteen Zoybim. There are also
three!lMedusa, nine Centaurs of Hell, a Harpy of Hell, two
Orgs, and five Bugbear. Focalor is known for his collections
of' [very (rare |plants.

106. Post 108. A 70 FT red metal observation tower topped b
an 8 FT by 8 FT screened room, occupied by three Ordinary
Deviils, [two Zoybim, and two Harpies of Hell. The tower has
ten explosive grenades, six smoke grenades, three poison gas
gfenades (1d20 damage, save 1d20 GTET [32-Stamina]), and two
lash powder grenades.

107. An oval area a half-mile long by one-quarter mile
across, filled with vents of putrid gasses. Each vent is a
slitdl2 FT long by 1d6 FT across, releasing purple-and
pink gas that causes mortals to double-over with nausea an
etching for 2d100 minutes (S34Stam, checked every 3 miles

108, A A FT by 8 FT natural tunnel leads to an underground
room [containing a purple altar dedicated to Zimidar. The A
enturers come upon Thiassi Loyset (good male Priest, L16)
with Sephar (good female Crusader, Ll14) and Erzabeth (good
female: Crusader, L12) & hlassi 1s purlifying the altar ang
rededicating it to Narada (Goddess of Travelers and! Hospi-

(- e 7

109. A 45 FT leather pavilion occupied by fifteen male Hu-
mans, monks dedicated to Samael. The monks are guarded by
went y-Bugbears. The monks are traveling to the Palace of
Adramalech for an audience. They have three ingots of 'sil-
er, '‘two gallons of Unholy Water, and ten Healing Potions.

110. A square area, three-eighths mile to a side, filled with
arge-azure toadstools, standing 5 FT to 9 FT with-caps-up
to 10 FT across. The toadstools release spores that rot mo
tal skin at hpld3 every 5 minutes (S32Stam each period).
When the meat is thoroughly cooked it is highly nutritious
(not free of the Inferno binding).

111. |Adventurers come across four large male Efreet (HD9,
AC28) ~who are digging up a bronze sarcophagus with an
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Erfxeets-bones. The sarcophagus holds a platinum—fuby*@cgp
IENARACS 5510584 2@P) , '@ gold chain-—pendant| (11,529 GP), 4dnd 2
sitfwer medallion engraved with a Sphinx (9238 GP, important
to the Axandrad| Clan of Efreet).

1127 A 30 FT wide pit, 25 FT deep, a 40 FT cave - Opens half<
way down, occupied by seven Hell Salamanders (HD5, AC30, fire
breath) .

3. Anechino’s Manor. A three-story blue stone building
with fountains on the east and west sides, and an orchard o
prickly pear at the back. The manor is occupied by Anechino

Daityas), with a staff of nine Common Devils, eleven Ordi-
ary Devils, six Type 8A Devils, two Centaurs of Hell, and
three~Skeletons. Anechino 1s known for collecting rare in-
Sie @)

t14 . K wood barn with copper roof, 250 FT long by 65-ET
long.| Insilde are trestle tables with clay pots filled with

are herbs. Any herb can be found on 1d20 rolls GTET 8, in
quantities o0fldl0*tenth pounds. The barn is tended by five
Ordinary Devils and three Infernal Hounds.

115. |A brilck stone ‘ramp, |12 FT wide, leading to a brigked
vaultt. The vault is occupied by four Lamia (HD4, hp35;,
AC63) . The vault is filled with ninety barrels of grapes
picked from vines grown in the forest of the Sixth Circle
and thirty empty barrels. The Lamia have a wine pressrand
gre gqueezing grapes.

116. Three Efreet (HD9, hp82, AC30) and two Air Elementals

ID4, AC26) are in a camp of four leather tents. The Efreet
are journeying to Camp Donjanon. The Efreet are foundiplay
ing musical instruments. They have sixty wholesome meals
and twenty gallons of good quality ale.

7. Monument to the Battle of Papondule, fought by Legien
PEL V] 2 68svedr shagel. 'Four 2 BT black stdne  columng support
g LiSviar DU ARG M,  LOAFT S@EeE skl on dhe platfgrm 18 a 22+ FT
silver statue of Type 8B Devil with a leashed Basilisk. Evi
persons who touch the basilisk are protected from stoning
For 1d100 hours (fails S34Will). An encounter occurs here
BT A2 | Basillid gk HHDA, ACP2AN: ‘ocqurseand#d30 5ol ks GTET 1
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I8~ Sayyon~Manox., A U-shaped building with two stQries.  _
along the back and single stories along the longer lengtﬁé.
Thesbulilding is constructed from blue stone with slate
roofs. The Manor is occupied by Golwepha (Succubus), cenhcu
bine O0f General Alichino. The staff is fourteen Common| Dev-
1lsy sewen Type 8A Devils, four Zoybim, three Centaursef
Hell, and two Medusa.

119. Eighteen stoned Caleygreyhounds, arranged in a circle
around a 15 FT hexagonal red stone column. A 4 FT| crystal

(S37Sktam) .

ball is'ymounted on top of the column. The ball glows with-a
yellow light when good persons are within 100 FT. Mortals
ouching a caleygreyhound is stoned on 1d100 rolls of 100

120. A one-story green stone building with thatched roof, ‘
45 |FT on a side with two wood doors. The building is occu-
pied~py Melgreassor (male Gnome, Master Jeweler), glarded.b

wo Romanatyas. He has been hired to make twenty platinum
Brooehes, six gold Chains, and eighteen silver-ruby Rings.

121. A circular area one-third mile across, the perimeter
arked with small yellow stones. A light yellow haze permec
ates the entire area (laughing gas). All mortals in the ars
axe affected by continuous laughing (S32Stam, affected per
sons cannot perform prayers or cast spells, their Stamina 1is
reduced' 4 points).

122. Ten earthen grave mounds, each 14 FT by 4 FT, with a

grey headstone. Each headstone is engraved with a picture

3

O
a Type BA Deyil. Buried in the fourth grave is|a Scimitar +

evil, Armor Ripping, Lightning Bolt 3d6 1/day) .

123. |Beccandor |and Phorda (both Daityas) are found in |[the
shell of a one-story cottage, playing chess.

4 A~ FT by 10 FT tunnel leads underground to a two-rioom
natural cave; one room is partially filled with water.|The
ave 1s occupied by ten Rot Beetles (HD4, AC32). Also in tt
caves are a silver-bladed Axe +2 (Goblin Cleaving), -a Helm
CEEENOsE cER s Tlon (ACH 100, ca¥Potion 'of Healiamge apd’ a Kdwarfls
gskeleton:

29 ~Garden oftArkenhad.\A rectangular larea 600 KT by|425 ’
enclosed by a yellow brick wall, with three arched openirigs.
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The~“garden contalns a tree with silver plums. Theigardénwi
tended by Esprella (evil female Human, Master Gardner) and
two Common Devils.

L26. A five-story brown stone tower, each story being) a sin
gle room. The tower 1s occupilied by Hondrak Ulscaen ~(neutra
malle Half-E1f, Poet, Warrior L7, rapier specialist) | Honrt
drak~is writing about hell in his new epic, ‘Erddrac-in the
urnace of Hell.’ He has thirty-two wholesome meals and te
Jalls - of wholesome water.

127. Three flights of stairs made of blue marble, each flight
#S 50FT long and rises 15 vertical FT. The stairs-end at
othing. An encounter occurs here on 1dl2 rolls GTET 7.

128. A two-story wood building with bronze roof, Taxiderr
my . for rare and unusual creatures. The workshop is managed
py Nalcullet (evil male Elf, Master Craftsman) with Holges
(evil male Human, Craftsman), and two Zoybim.

129. A circular area three-eighths mile across, the|perim-
eter marked in a line of rust. When Adventurers enter, one
quarter of their ferrous (iron-based) weight i1s disintegras
ed every five minutes spent in the area.

130. A one-story black building with five rooms. The cen-
er-room 1is a torture chamber, 60 FT across. The room is
equipped with a rack, stocks, a brazier with irons, arwhip
LRGP0 S o v it aaiawo CESHIEE IS s dndl a. bed of nailgl "On |1d12
rolls GITET 10 a captured mortal is being whipped by a Da-
BiEpa st and tweh Iblli st (drmagan, good male Human,| Warlpck I1J13.

131. |/An oval area one half-mile long by one-third mile widég
All ereatures inside the area are invisible (normal sight,
f‘l

Fecatreparreifon, Tulktraviolet visdion
RS3 Nl Four | .stone cairns in a line, |each |oné ¢onstructed fro
dark blue stones, 13 FT long by 7 FT wide by 6 EEf _high, ha

2K 6-FET by 5 FT natural tunnel leads to a worked. stone
bunker underground, occupied by Byborella (neutral female
Juman, Mystic, Seer) and her four Ogre (HD5, AC28) guards.
The bunker has thirty wholesome meals and fifteen gallons o
wholesome water.
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ing-8 FTL-between them. A spear. shaft with a blue and white
pPeflmant |I's stuck into the second! cairn. A 2 FT |clay ﬁguré of
awirnged-bird .sits on the third cairn.

134. A wet! bog, one third mile long by one-quarter mile
wideé. The bog averges 4 FT deep. Rains occur ever 1de heuyrs
forn 1d100 minutes. At the west end are two 6 FT green stone
statues of frog-headed men with tridents.

L5 ANstene ‘arch, "S€ .FT.ihigh !iin the ‘center, 20 El acrposs,
12 [FT thick. A male human is locked naked in an iron cage
hanging from the arch (Jacomelo, neutral, Noble). The arch
¥S guarded by four Common Devils. A patrol of an Iblis and
Romatyas stops at the arch every 10 hours.

136. An oval area three-eighths mile long by one-quarter
mile across, the perimeter marked by a thin black line.
Mortals in the area experience strong cramping (S33Stam,
heckied every 3 minutes; affected persons reduce their Stan
Tra 4 points, apply a -3 TH modifier, must succeed on S32Wil
to|cast spells or perform prayers). Three Cockatrice (HD9,
AC55) are in a one-room cave 1in the area.

137. |Temple of |Empholling, dedicated tol Lucifer. |A twg stof
green stone structure with four underground rooms.. The-uppex
flopr dssisthewisemple “roomy 50.Elacross,wwith two blagk alf
tars, a fire pit, and three 20 FT bronze statues. The temple
is kept by Mazellan (evil male Gnome, Priest L12) andCathw
sa (evil female El1f, Priest L10), aided by an Ordinary Dev
and a Zeybim. A healing pool is in the underground area. T
temple has a treasury of 225,000 GP.

138. |A brown stone rectangular Cistern, 25 FT on eachyside
5 FT high, with a cupola on top. An encounter occurs here
GEgL AP Oy noltBEIC TRT 1 4%

59 A black wood platform 8 FT above the ground with twe
gallows; the nooses are 20 FT off the ground. On 1dl2|rollk
GQTETAS two. Common Devilsiare found hung. Onlld20|rollg GTE]
12l - the hangling pdrty 1is present, twoyDaityas, Your>blisy
four Type 8A Devils, and two Zoybim.
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Circle Nine

f&abolic Prince Asmodia (Red field, crossed gold
tridents) L
Diabolic Dukes Azazel, Sitri
Diabolic Generals Bepa sy  INinunta, QOrias
ffvils Commonr, Ordinary, Mydafdorxyads,
Freppi, Cayyas, Zoybim, Types 9A J:
ehfough” 98
:I::Other Notable Creatures|Lucifer the Arch-Fiend
sitereaNand - -RBUlll shijjen eS| Betravers (fxQzenilo neck 1R ice)
Environment Arctic and Ice e
—ngsical Challenges Extreme Cold, Slippery, Fog, Menta}\
Attack (despair, near Lucifer)
:I::Size Circle, Outer Circumference 40

miles, Outer Diameter 12 miles, Ra-
1S mite s

Description

Thea Nipsh Cixcle 4s located at the bottomliof a 1200[FT clliff
in the lowest section of Inferno, nearly a mile below the
LR e nE L LEnsmhie o NI SiCase ke Lhat s «actiually’ cirqular
The surface 1s the perpetually frozen swamp Cocytus, fed by
the springs and waterfalls of tears whose outfall is on fthe
liff above. Cocytus is an extremely smooth and slippery
mass of ice, one half-mile thick, which cannot be broken,
chipped, chopped, melted, or otherwise damaged by -any powe
or device possessed by mortals.

White stone directional Obelisks are found two hundred fift
et inward from the outer border, spaced at two mile'in-
tervals around the perimeter; each Obelisk is 10 FT tall.
The. oukter face of each one is inscribed with arrows! pointing
north (clockwise) and south (counterclockwise). The arrows
oint to the nearest Diabolic Prince, or Duke (Asmodia, Aza-
el 3t riY g
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e Arch-Fiend of Hell i1is frozen into the ice at the geoc-
etri¢c center of Malebolge and Gehenna. He is a roughly hu-
manoid figure whose overall height is 750 FT, 350 FT. confine
in land below the ice, 400 FT in the air above. He is 82 FT
hick at floor level and 100 FT thick above and below. The
ice hplds and confines him like a tightened belt from which

e_cannot escape. He has three arms like black dragon’s
clgws, each 40 FT long with 3 FT talons. His three wingsJlare
like those of red, blue, and black bats, each 80 FT by 55 FT
all,| one on his left shoulder, one on his right shoulder,
and the third along his spine (the wings beat continually,
creating the infernal winds); the sound of the wings crack-
ing agailnst the air is deafening close to his body. |Lucifer
as three human-like heads, each 32 FT high by 22 FT wide;
ith eight large curved horns, three blazing red eyes, sag
gIng JOowls, massive ordinary teeth like sharpened sword.an
ten upper lip fangs hanging down to his chin. Each mouth
chews one.of the worst betrayers of history like gristle:
Below the 1ce are scaled legs each 230 FT long ending |in
assive eloven hooves 20 FT in diameter. His purple reptil
ian tail has three forks, each of which has three forks and
eaCh_of~those forks again by three, ending in twenty-seven
cliir vedescarpl et s Stunger sStafithie tall 18! firmlly ‘frdzen Into
the ice). He is covered in pink and purple scales the size
of| large pointed shields, with black and red oozingysores
PhiEe e e of BN mani/ss" tidad. Hairsiup to 6 PET long grow thrpugh
he hard scales. Lucifer shakes and twitches, and his mus=
cles |clench. Each head cries out with an inarticulate |pain
with every bite on his body and as his wing muscles strain
tol1lift him out of the ice. He cannot be injured by any pow-
er pessessed by mortals.

Weather and Mentad Effects

A thick roiling soup of dark black cloud hangs low over th
center of|the Circle, and ominous rumbling peals|of thun-
dey” echo in the icy well, sometimes-loudly enough>~that-nor-
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mal-speech is 1mpossible. The air temperature 1is & cormstan
15 degrees. Strong icy winds blow outward from the Jdircle’s
enter-in all directions, driven by Lucifer’s beating wings
average speed of 50 miles/hour gusting to 80 miles/hour.
Mlertals become numb in (34*Stamina statistic) minutes (532S-=
tam, checked every minute), after being numbed they [suffér
hypethermia in after another (»3*Stamina statistic*10 min-
tes, | S30Stam checked every minute) 1f they are not protec
&d frem the intense cold (see Codicil of Maladies).

The inner half of the Circle has thick white fogs which 1lim-
it vision to 12 FT and muffle sounds (hearing is reduced to
pne—-quarter range). The fogs are more numerous and thicker
cleser €0 Lucifer until the 100 FT area immediately around
his body is nearly impenetrable. Within three miles | of Lu-
cifer check for fog after every four hundred FT; thick fogs
el st O RGNS [t CTEL. LTS pber s st 1ingdio a2 05100 tFT.

Mortals are affected by strong nausea because the entire
Cxrele has an incredible stench emanating from the ice, with
strong smells of waste and decay mixed with rotting sew-
age and garbage and the heavy scent of skunk musk (S34Stam,
checked every fifteen minutes, see Codicil of Maladies). “Each
mortal contracts a wasting fever (S32Stam, checked hourly,
tamina and Strength statistics are each reduced 1 point e
ery flour hours |and persist or 3d20 hours, every third |day
thereafter victim regains a point to both statistics on
S30Stam; points not regained on three consecutive attempts
ey are permanently lost); if either statistic 1s reduce t
zero the affected persons dies).

The evil of Lucifer beats at the minds of mortals like waves
orf “the-ocean, making it difficult for even the most hardy
and strong-willed to approach him. A mortal must [succeéed o
34Will to move forward, checked every half-mile (apply a
modifier within 3 miles of the center, a -4 modifier within 2
miles, and a -8 modifier within a mile). Persons whose Will
is broken (e.g. fail the save) experiences 4d100 minutes o
overwhelming panic and blackest despair, 1s confused and
disoriented, cannot perform spells or prayers, and can only
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fnghe"ifN directdy-attacked. Broken-willed charactexs can-
not| contiyinue toward the center until they recover fryom tHe
despalir and panic. Broken-willed characters that are re=

strained and forced toward the center must roll LTET their
a1l statistic on 1d20 after every half-mile of travell oth-
erwise become temporarily insane for 1d100 days; theé insan-
TLsR 15 permamentyan rol 1sRof.20 on 1420.

CirehesNIine  keCaktl-ORS

1A _camp area with five permanent ice-block sleeping shel-
ers and a fire pit sheltered by ice blocks. On 1d8 rolls
GTET -5 the camp is occupied by a group of evil Adventurers:
e itgorar oo L oGl & Jditla BEEL&F,] Rasdalsh g« BEiestyhl 5 YLu-
cifer), Water Mage L17 (Gnome), and Shaman L18 (female E1f).

K. The Pool of Arididee. A fiercy bubbling pool of ligquid ni
trogen, 250 FT across by 15 FT deep. The pool i1s bordered
by blocks of purple ice, with a 15 FT wide ramp at one end.
X black Iece statue of Asmodia stands in the pool center< Qn
1d20 rolls of 20 a person immersed in the pool 1is placed i
stasis~for 14100 years, otherwise immersion causes_hpldl?2
damage/round.

g Thiee b v dam | G e ERNORES g o e iconical SiLructiyre df- blye ic

40 FT tall by 180 FT diameter. The pyramid was built eigh
hundred| twenty years ago by the evil Crusader, Fillagor of
Anindorn. An unseen chamber in the center holds an altar to
Asmodia and a Staff of Domination (Good Creatures).

4.7 The Palace of Asmodia, Prince of Hell. The Palace 1is a
rectangular ice structure of four above-ice floors and two
Below=iceyfloorg: It -has a staff of © Type 9C Dewlls 14 TN
9B Devils, 30 Type 9A Devils, 22 Common Devils, 14 Ordinar
Davils, and 17 Zoybim. Asmodia’s Major Domo is Nedabasis.
DPL.

5. Almagical zone of forgetting two hundred FT long by one
9 ndred Nty ~ET _acrosss(save 1420 GTET [3A-Will]) . The

zone 1s marked on each side by an ice statue of a cobra with
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extended hood (warning position). Affected persons are~ar=
flicted with complete and total amnesia. Their previgus memo-
ries. are spontaneously restored on S35Will, checked '‘every
two weeks; after one year, apply a cumulative +1 roll modi-
fter after every subsequent month; if their memories are not
regtored after two years the effect is permanent.

6. A fleld of Forget Flowers (S32Will). The field is a rect-
angular plot 150 FT by 80 FT. Affected mortals are afiflicted
with complete and total amnesia; their memories are- restored
2d100 hours after exposure. On 1d20 rolls GTET 14 the corpse
#T a~Type 9B Devil is in the field along with their-gear«

N RIimepE i Eerhw A btwo~steory black-ice block-buildipg~con
structed around a large central courtyard, the building 1is
re-headquarters of Infernal Legion II (General Barbas) . The
permanent garrison includes 2 Type 9C Devils, 2 Type 9B De
s,~3 Cayvas, 8 Freppi, 70 Mydufoxryas (six squads plus te
unattached), and 20 Zoybim.

8. Stlaendorhem [Ruin! The ruin of a Diabolic Officer’s man-
ion, Parts of twenty ground-floor rooms and five second-stor
rodms reémain, along with three below-ice rooms. An—encounte
ocgurs on 1dR0 rollls GTET l6s Searching the rubble yieldp
wo potions and one enchanted object (one point enchanted
item value).

9./ An oyval area one hundred FT across containing dancing

pfue flames, each one 4 FT to 7 FT high. Persons surrounded
by the flames suffer hpldl0 damage/round. An encounter occuil
Ny Ehe area on 1d20 rolls of 20.

10+ _Theater of Tragedy. A white stone amphitheater centered
on a [circWlar platferm 2b FT in diameter. The segtingyaread

Bo w2 s NesENENE G, S e s bopiteere it 0 BT llong .. jOn 1@20 . r¢ll's

GTET 18 a group of 40 Myduforyas have gathered for a train-

ing lecture by a Type 9A Devil.

Idl. A group of| twelve sulphur vents, each vent a|cone|5 FT
tor8 FF-high by up to 10 FT across at the base. The elTemen
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tal sulhiur~gas acts as a poison doing hp2d8 lung*damaQQ\f
(one-quarter damage S$28Stam). 1dl12 pounds of elemental sul-
phir . powder can be collected from each wvent.

An. oval red stone cairn, 9 FT long by 5 FT wide byl 4
BEEqrall ] Aycarved|lion| stands.aon| top of thé calrn. The
grayve holds a Cayyas officer along with 10 gems (each
[d12*1000+5000 GP), four jewelry pieces (each 1d20*1000+50
GP), a silver-bladed scimitar, and one miscellaneous magic
item. A curse (S36Will) is upon the one who opens the grave
— beer become poisonous (fatal, save [20-Stamina+{drinks of
peer i) .

13+ Pennaforu Castle. A four-story castle of ice blocks
with a six-story round tower and ten rooms under the ice,
at1l surrounded by a 40 FT high wall. The castle belongs to
rozel, a Type 9C Devil and Priest of Lucifer. It is staffs
by 30~0Ordinary Devils, 11 Common Devils, 8 Zoybim, 20 Type
9A |Devils, and a Type 9B Devil. This castle is rumofred to
contain‘an artifact, the Phylactery of Galianne.

4. Monument to the Battle of Uanno. A blue-ice archway, 6
ETThighyby 2 BT Mong Yy 15 FT¥ thicky “the top™is coypered
with gold horns and wings. The monument commemorates a bat-

le Legion IITI fought 8432 years ago against the demon horde
ORE 7 Cle 1S 2

15. A green stone altar dedicated to Lucifer. The altar is
20 BC Aong by ./ FT-wide by 3 FT thick, sitting-on fthree
bifgekapl Lllars 5 FINHhIgh. | Goodf persons touching the alfar
suffer 1d10 damage (S33Will), and apply a -3 to hit versus
Diabolic creatures for the next 1d100 hours (no save).

80 28 Hr oIy Springe At ghsh ngy - bubbling spring gr frygid
black water, 28 FT across by 20 FT deep. The water from th
spring 1s immediately fatal to Elves (S38Stam) and causes

hallf-Flwves tlo become unconscious 2d100 hours (sS35Stam).

17. A 50 FT wide by 20 FT deep conical |sinkhole in the ice

Page 95 © 2013 Spellbook Games



~,

18y A fie¥d of dark blue multi-armed cacti growing “in the_ -
R Thase ¢qctad JIstandffromié8: FT{ to 14 FT {tall,| 3 FT thidk,
vith-piercing needles. A mortal touching those cacti-has wa-

ter sucked from their body, doing hpldl2 damage/round [(S32S
tan)< When the needles are attached to arrows a #i _damage

bonus is gained.

| 9. Hellont Fastness. A fort constructed of thick/ ice
blocks, with ten 80 FT towers and three Gates; two small
levels are under the ice. This is the headquarters for Im-
ferxnal Legion III (General Ninurta). The permanent garri-
5on includes a Type 9C Devil, 4 Type 9A Devils, 4 Cayyas,
Freppi, 70 Myduforyas (six squads plus ten unattached)|, and
30YZoybim.

0. The Sanctorum Luciforus. A temple to Lucifer built of
ice, with |a huge statue under the central dome; the statue
exerts-a mental compulsion for all to bow and worship-Lucil
fer (save 1d20 GTET [38-Will]). Five stairs lead to areas

radden-under the 1ice. One section has a Diabolic Libkraryk
One ‘seciignhassan s Uit dclsdcilias's  swordiand la metjal ‘aftifa
that keeps Lucifer frozen in the Ninth Circle. INF.

Al " pasR s Ehesiieey 190 FlEleross Dy “E1 04 FT . deep, Lhe sjur-
faces are | lined with sulphur powder. All of the airbodrne
dust laround the pit causes unconsciousness (S34Stam, affect
ed;1d20*quarter hour, Dwarves apply +2 bonus).

story black stone building, H-shaped, with one level under
Cheice ~1b\hassa staff " of 8 Type 9C Dewils; 19 Avpe SR Den

SRRSOy pel A Devi '8, 1Y {Comman Devils;| 21 'Ordinajry: . BDgv—

Sy atith1 27 Zoybim. Azazel”™s Major Domo is. Igeidla. APL.

X3 . AR _owval ice mound 58-FT long by 40 'FT aacrosslby 32 FT .
high. A chamber at the top is covered by a rectangular black
sktene, 10 FT by 4 FT. The chamber holds an empty wood sar-
cophagus.

2. The Palace of Azazel, Duke of Hell. The Palace 1is a tw

241, A red stone obelisk 30 FT high. The entire surface of
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the~obelisk™~is finely carved in. Infernal Script. Réadinbxgh‘
obelisk |summons a Cayyas with 1d8 Type 9B Devils.

5. Ypphet!”s Coypt. |lAn evil Gnome, Yaphet (Shaman| L13)|, is

LV irig~in a four—-room complex below the ice. One ‘room is hj
living/cooking room, one room is a sleeping area, one room
hotds ten frozen human corpses, and one room is a laboratory

and enchanting room. Yaphet i1is making Zombie Salve, Ghoul-
dom Ointment, and is researching the process for becoming 3
Mummy. He has a silver-bladed Rapier +2, a Healing Potiom,
oGRS My bl @eiedisenl ™t vl lShea | ing) /, |an, ITnvisilidlity: Potlion,
ausStgning Wandysandya: LTfe Brifiging” Ring.
26¥y  Lodeh'’ s>Fountain.~A circular pool 50 FT across-by A E
deep, surrounded by black and red stone blocks. Red| stone
statues of Type 9A, 9B, and 9C Devils stand in the pool
holdilng staves |from|which liquid sprays. The pool is filled
Lth a blue—-green color water-alcohol mixture that does no
freeze (drinking causes 2d100 hours blindness in humans,

S34Stam).. Evil persons touching any Devil statue are healed
hpldl0.

27|, Thel Monastery of Shan’dueran, dedicated to Asmodia. A
four-building compound surrounded by a 25 FT ice wall. The
monastery houses eighteen mortals (includes Crusader L13,
Warlock L10, Rascal L8, Rascal Ll4, Water Mage L12, and Ai
Mage L15), 8 Common Devils, 5 Ordinary Devils, and is led
by a Type 9B Devil. Two stone buildings are bunk houses,
one “stone building holds workshops and the kitchen;~andoene
stone building| is a| shrine to Asmodia. .

28|. The Golpanny Arena. A single-story black stone |[strug-

dre, 200 FT to a side. The interior has rectangular field
for combat surrounded on three sides by seating (ten tiers
high). A match between two Type 9A Devils and an adult Whi
PE¥legon (Ps st prodgress{on “kd20 rolls GTET s (2d100Specta—
RO SIS ST e . 94, #25% Type 9B, 1205, TypesCy. U5% .Z2gybimyj. 10%
Freppi); Lf a match is not in progress ,an encounger ogcur
e 2 0 @D s GTET |15
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29%An S~shaped region containing dancing red firesy 90®“E$
FORITEDy 160 T wide. The fires are! 10 FT to 15 FT highH. Enyel-
opment-in the fire causes hp3d6 damage/round.

8. Areh of Kalvapith. A four-sided open structure of _soli
sillver, |each side 1s an arch 28 FT tall by 20 ET wide; the
tops_of-the arches support a 1 FT wide circle of solid plat-
lnum finlaid with ivory and diamonds. The arch wasyconsgtruc
ed 1686 years ago by Kalvapith after promotion to Diabolic
Genleral | (killed 408 years ago by the Crusader, Cunocarda)-
Mortals who touch the platinum ring are reputed to receive
fmmualty, 0o thetcold ot the Nintth ~¢irclen

3T A reCtangulardce~platferm, the top is 70-FI bw 0 KT,
the basensl 25 BEeh» 60. FT; Wi€el stalrs are o'l the ,morth|and
sOuth sides. Six Ice Golems armed with spiked maces stand. on
op (fight when [good |persons approach LTET 10 FET) .

32, Shrine to Samael. A one-story green stone building, 80
FP~across, with a glowing white metal dome over Samael’s
statue. The building contains two green stone altars, each
L0 ET.by 4 FT; the center 1s covered by an extraordinary
carpet [(25 FT by 30 FTI], 42,500 GP). The Shrine;is tended
bylAzalzis, a Type 8C Devil. Hidden under a floor panel are
500 GP, twenty diamonds (each 1d20*1000+10,000 GP), nine
emeralds (each|1d20*1000+15,000 GP), a Prayer Storing |Staf
(random;5 Devotions, 4 Mysteries, 2 Majesties), a platinum
Ring of| Joth, and a silver-jade Locket of Truthfulness. An
encounter with 1d6 worshipers or penitents occurs on 1d20
CONSESACTET 13 .

33. Neyreb Temple, dedicated to Lucifer. A two-story rect-
arfgular ice building, 140 FT by 70 FT, with one level under
the ice. The building has three red stone altars to Lucife
and

the 30 FT Lucifer statue 1s encased in flames. The Temple is
kept byl Oelegia (human Priestess L13), Vaelomea (Type 9A

Devil), and Granthia (Cayyas). The Temple was constructed
10,483 years ago by the Diabolic Duke Neyreb (killed 4321
years ago by Demon Prince Theatroddag). The treasury in-
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cludes 34,000 GP, two enchanted armors, four enchénted?awf
books, four enchanted pieces of jewelry, and two enchanted
Tngs..

34 . A complex of five ice cave rooms under the ice. The
caves are the home of Usthanezzes (Feu’er Troll, HD7, hp6l,
AC44) . His treasure includes: 6720 GP, four chain mail
shirts, two barrel helms, Cutlass +3, four Arrows of Freez
Wng, Arrow of Slaying (Gnome), a Scimitar +2 (Watler Walk-
er [Blade), two silver-bladed Long Swords, a silver Ring

of |lHardiness, a gold Ring of Many Escapes, a silver Golem
hain, and Vael’s Cursed Belt.

35y A two-room ice cave under the ice. The cave is- heme. t
Fermanus, an evil Seer and mystic (Shaman 1L6). Fermanus
ras ne” cash or enchanted items, but has a large quantity
of good-quality food and ale. He owns five pounds of hallu-

Lnogenic herbs, a half-pound of hallucinogenic mushrooms,
fifteen doses of a trance-inducing drug (no effect Elves),
gad four doses of a vision-inducing drug (fatal to Dwarves/
Gnomes, S36Stam) . Fermanus 1sl a compulsive gossip andyof-
ers warmth and ale in exchange for current news. He has
been 1n this cave eighteen years.

6. The Palace of Sitri, Duke of Hell. The Palace is made
up of three single-story white stone buildings surround-
ed;’ by argarden of arctic flowers and a double wall of white
ice; one building has two levels under the ice. It has a

taff-of>~13 Type 9C Devils, 15 Type 9B Devils, 33 Type 9A
pDogsiEls S P TCommoRS T s, o 2dWMOrdinary Devils, and 16 Loy-
bim” Azazel’s Major Domo is Escanodii. Visiting the Pal-
ace are Callixtus (human, Warlock L16) and his wife Salomea

N fFERE, Shaman-1.12)-. DPhL.

7. Dercuth Armory. A three-story, six-sided, building con
stiructed of large ice blocks surrounds a five-story jrectahnh-
gular fower. The Armory 1s headquarters for Infernal Legion
V (Geéneral Orias). The permanent garrison includes 2 Type
OB Devilsl 2 Type 9A Devils, |5 Cayyas, |9 Freppi,| 70 Mydufo
ryas (¥ix squadsyplus:ten wnattached), and 15 Z0ybim.
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38 A Tircular enchanted area 600 FT. in diameterMortals
entlering are affected by extraordinary panic (S37Will, péi—
sists 1d20*quarter hour, affected persons reduce effectiwve
PLrength 4| points and effective Will by 2 points,[run [from
gmbat, 1ESforeed to\fight. apply—3 'TH penalty) .

39.. A 20 FT diameter circular stone patio. Three white stone
tolumhs support] a two-FT wide jcopper ring, 15 FT h diam-

eter.| 1d3 Senmuru (HD10, hp76, head AC 35, body AC65) are

found n&arby. Every 1d20+1d12 rounds another Senmuru-appeatrs
underneath the copper ring.

£10. Al four-room ice cottage. The cottage is occupied by Ti
milinl - (Freppi), Yudicael (Freppi), and Vicellin (Cayyas)

who are holding captive Donagh (male 27, second son|of Duke
Arfataeus, four weeks in Inferno). They have demanded a ran-
som of 15,000 GP and two enchanted items. Donagh is kept 1
aparr of-Gloves of Chaining and has a Mute Charm pinned tg
his expensive tunic.

1] . ThevSgire @fMlviIngittia. ‘A blue-ice; spire 23% FT Hall
by 70 FT diameter at its base, the tip is 6 FT across. The
spire twists as 1t ascends. A circular door hidden on the
west side of the base gives access to two rooms filled with
iysterious machinery.

42~ An.ice cave complex made up of five corridors and eigh=
teen interconnected rooms. A 10 FT hole 1n ice gilves access

roughl she reof of a room 100 FT acress and 30 FT ARighAA
cawvetin ogcurs jonnld2@ rollswef 20|, checked |[for each foom.
An encounter occurs on 1d20 rolls GTET 17, checked every 1l
ropms. A skeleton is found in one room still wearing Sal-
lon!/s CGirclet.
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fiscapling to the Prime Material;Planf

Adventurers escape Malebolge by climbing 250 FT down Luci-
fern”s massive body to a wide tunnel in the ice. The tunnel
ledds south from Lucifer’s body and continues ‘down’ 1into

e iee€, turning and twisting and changing orientatien [and
he direction of gravity] until Adventurers are climbing

p’ towards the underside of Cocytus. The underside of the
Inferno Pit is a gradually-expanding area, 2000 vertical FT
‘high.’” The area 1is light by a difuse yellow light coming
fromabove, and the air is fresh and clean (noticeably dif-
ferent from the polluted air of Malebolge).

e Adventurers emerge onto the Cocytus underside about fo
iles| from its |edge, where a well-worn path in the snow
eads towards the surrounding the cliff. At the cliff wall

they find a 30 FT wide tunnel into the cliff, with afflat,
eyen surface, 1lit by burning gas lamps every 200 FT. The
Tunnegl is fifty miles long and goes in a straight line-with
no curves and ascends at a constant 2-3% grade. Devils con
trot the-dirst five miles, the length closest to Malebotge.
Both Devils and Angels patrol the section that lies from five
tothirty miles from Inferno, and Angels control the last
twently miles.

A-round chamber thirty miles from Malebolge has a wooden
wall across i1it, with a strong gate. Angels guard the gate
O prevent evil persons from passing. A long chamber at th
forty-mile mark has two doors at the far end: a gold door
leading to the Material Plane and a silver door leading

6 Rurgatorio. The gold door easily opens from-the Infer<
no side, but can only be opened from the Material Plan sid
using the Ritual of Gerszon. A ten-mile tunnel leads from
the gold door to the surface; this tunnel climpbs 3000 ver-
tical FT and ends at a lonely three-story tower located on
desolate moors, far from civilization. For more details see
Journey through Malebolge.
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ENCOUNTER TABLES

Sespes o Crrcle Encounters

Detlermine whether a random encounter occurs after every 2

TN

10

s

~miles of travel or after ever
dicated determine the result from the Seventh Circle En-
Countexr Table below using 1d8 and 1d20.

of creatures using 2d8+2.

SieuEen.RaMGEE T @ Ve BN g ounieen (ka1 e

VA ouY .

Determinetithe numb

When an encounter 1is

= 9Caig

Select Row [ 1-2 on 1d8 3-4 on 1d8 5-6 on 1d8 7-8 on 1d8
1d20
& 33 Sand Beetles Running Manes | Common Devils | Hulden
T/‘ 2 Sand Beetles Running Manes | Common Devils | Hulden
o 3 Sand Beetles Running Manes | Common Devils | Hulden
4 Rifle Beetles Running Manes | Common Devils Type 7A Devils A
B 5 Rifle Beetles Gila Monsters Common Devils Txge 7A Devils '
e —— —
6 |Death Beetles ] Gila Monsters | Common Devils | Type 7A Devils |
i il | Death Beetles Spiny Tail Iguana | Ordinary Devils | Type 7A Devils |
I8+ OFR %nl:lies Hell Salamanders |Ordinary Devils | Type 7A Devils
/L .2 Sand Wasps Hell Rats Ordinarz Devils | Type 7B Devils
10 Sand Wasps Great Vultures Ordinarz Devils Type 7B Devils |
1

1

j—
[\

Razor Tortoises

Whirlwind

Ordinarx Devils

Type 7B Devils |
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Huge Scorpions | Sphinx Ordinary Devils | Type 7B Devils A
Warthogs Brown Dragon | Oduru Type 7C Devils |
Dune Lizards | Fire Magus Oduru Type 7C Devils ]
Fire Birds Dervishes Ladatajas Type 7C Devils
Gargoxles Evil Priests Ladataias Type 7D Devils
Gargovles Fire Elementals | Ladatajas Type 7D Devils |
Gargoyles Dijinn Ladatajas Type 7D Devils |
Gargoyles Efreeti Ladatajas Diabolic General
Wyverns Type 8A Devils Ladataias Diabolic Duke
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A-Diabolic Duke travels with 4 Hulden, 4 Odoru, 12.Ladata-
R dd¥eacld of Types | 7A,, #B;, and 7C| Devils, and 1d1l2 other
creatures as determined from 1d12: (1) Human, (2) Dwarf, 'L(3)
Gnome, (4) Centaurs of Hell, (5) Harpies of Hell,| (6) Infer
EaCE U ncS G EIe dtisa 08 ) "Ogres, L (9) Troll, (10l Giaht,
(11) Cyclops, (l2) Ettin. Determine the Adventurer dglassyof
Humans, Gnomes, and Dwarves using 1dl2: (1) Warrior, (2)
N EFIPr, o) @dRaccall el ), Rascall, 0¥ Warlocky: (6 Crudaders
s CaalEalel= 1, 20 (18 ) LRIgre st £9) [Priesm, (L 0) ‘Shaman} (11) Ain
Wizard, (12) Fire Wizard. Humans, Gnomes, or Dwarves have
Adventurer Class levels at 1d6+9.

A Diabolic General travels 2 Hulden, 5 Odoru, three squads
of- L.adatajas, and 1dl10 each of Types 7A and 7B Devils, an-
dldl2 other creatures as determined from 1dl12: (1) Human,

2) ~Dwarf, (3) Gnome, (4) Centaurs of Hell, (5) Harpies of
SRS GO NMEeTin 2 IS HouNds,, . (@ Medusa, (|(8) Ogues, | A9) |Frol

0)L-8lanti. (1L1Y). Cyelopss  (12) Ettin. Determine the Adven-
turer class of Humans, Gnomes, and Dwarves using 1dI2: (1)
Waans i O bhe (2P Wartl o, S A 3) SRlascall, . (4). Rasgal, [(5) “Warlock,
(6) QOrusader, @i Cittisader, (8) Priest, (9) "Priezyt, (H)
haman, (11) Air Wizard, (12) Fire Wizard. Humans, Gnomes,
or Dwarves have Adventurer Class levels at 1d6+9.

Fncounters on the Hidden Stairs (1d12): (1) Giant Fire Ant:
(2) Giant Vampire Bats, (3) Golden Beetles, (4) Death Bee-
tres, (5) Efreeti, (6) Earth Elementals, (7) Gargoyles, (8
RifgEeaseplicel s (9 Yelliow Mald, (10) Poison :Mold, (1) Dils—
ease Ticks, (12) Recluse Spiders.

Eighth Circle Encounters

RQetermine whether a random encounter occurs after every mi]
of| travel or after every half-hour stopped. When an encoun-
ter 1s indicated determine the result from the Eighth Circle
Encounter Table below using 1d8 and 1d20. Determine the num

ber of creatures using 2d8+2.
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1-20on1d8
2d20 Hell Rats

2d20 Hell Rats
2d20 Hell Rats
2d20 Hell Rats
2d20 Hell Rats

2d20 Hell Rats
2d20 Hell Rats
1d8 Giant Vultures
1d8 Giant Vultures

r 8

Y

oeten

dinary Devil,

‘ol

o

(7)
£ LOPS,
Gnomes,
3) _Rascadts,
sader,

(D

Types 9A,
etermined from 1dl2:
Centaurs of Hell, (
Medusa,

1d8 Giant Vultures
1d8 Giant Vultures
1d10 Giant Wolf
1d10 Giant Wolf
1d6 Trolls

3-40n1d8
1d12 Gargoyles
1d12 Gargoyles
1d12 Gargoyles
1d12 Gargoyles
1d6 Stone Giants
1d3 Chimera
1d3 Manticore
1d4 3-Head Hydra
1d6 Wyvern
Black Dragon
Green Dragon
Red Dragon
Common Devils
Common Devils

il

il

1d4 Cyclops
1d8 Ogres
Evil Warriors
Evil Crusaders
Evil Wizards

H

Common Devils
Common Devils
Common Devils
Common Devils
Common Devils

Evil Priests

9E,

(@)

(8)

(D) Etsian.

Biereisy;

5-60on1d8

dSOmmmeQMS
dSOmmmemMS
d8T¥Ee8BDeWB
d8T¥Ee8BDeWB
d8T¥Ee8BDeWB
dé Type 8C Devils

7-8on 1d8

1d12 Romatxas

1d6 Type 8C Devils

1d6 Type 8C Devils .
1d6 Type 8C Deuvils
1d4 Type 8D Devils - |
1d4 Type 8D Devils |
1d4 Type 8D Devils |
1d4 Type 8D Devils T

s

1d12 Romatxas

1d12 Romatxas

1d12 Romatxas

N

P

1d8 Iblis

1d4 Daityas
1d4 Daitxas

%

Diabolic Duke
Prince Zimidar

Diabolic General

Common Devils

traveling alone.
\Jt consists of 8 Myduforyas,
and 9C Devils,

(ASCEHuameal,
 Happi€es of
COmT el dl

and Dwarves using 1dl2:

(4)

) Priest,

(06}

(

—

Fire Wizard. Humans,
lass levels at 1d6+9.

Rasecal,

()
Priest, (
Gnomes

2

12 Freppi,

Warlock,

dé Txge 8C Devils

(2)
Hell,
. AL0)

Dwarf,
(6)

(1) Warrior,
(6)

10) Shaman,

Giant,
Determine the Adventurer class of Humans
Warrior,
Crusader,
Air Wizard,

MngSamad

|

KIwg Samael “has ar50%-chance of being disguised-as~ar Ox=
When he has an entourage)
SO Cayas,
and 1d20 other creatures a

(3)

Gnome,

Infernal Hounds,
L

(L)

(2)
(7
( I§)

b

1d6 each

(4)

© 11

=

, Oor Dwarves have Adventurer

s

inCe Zimidar travels with 6 Daityas, 8 Iblis, 20 Romatya
1de each of [Types 8A, 8B, and 8C Devils, and 1d20 Jfther
creatures as determined from 1dl12: (1) Human, (2) Dwarf, (3)
nome, (4) Centaurs of Hell, (5) Harpies of Hell, (6) _Infe
sl SHound s, @ () Medlisay “ [(8 ) Ogres,| (9)FTuodd, (10) Gidnt, Zf
11) Cyclops, (12) Ettin. Determine the Adventurer class o
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HOmaris)\ Griomes; and Dwarves using 1d12: (1) Warriox, 4&)
e o (3% {Rascal, (4) Rascal,| (5) Warlokck, (6) Crusadék,
T Sader AUB ) ARriest,; £8) Priest,. (10) Shaman, (11) AiT
Vizard, (l12) Fire Wizard. Humans, Gnomes, or Dwarves have
Adventurer Class levels of 1do+9.

A Diabolic Duke travels with 4 Daityas, 4 Iblis, 12 Roma-
LSy Jad each of Types. 8A,4L8B, and 8C Devils, land 1d20 ath-
er creatures as determined from 1dl12: (1) Human, (2) Dwarf
S) Ghéeme, | (4) Centaiirs  gf Hell,. “(B) Harpies!iof Hell, [(6)
Infernay Hounds, “¢7) «Medusa, (8).-0Ogres; (2) Trold \(I0MN\G¥~
ant, (11) Cyclops, (12) Ettin. Determine the Adventurer

ass of Humans, Gnomes, and Dwarves using 1d12: (1) War-
e T (2 TGl lSH S Ra<saa | i ) ‘| Rascal A8 (bYuWalrLtockl, (6
Grusader, sN7)  Jrusader, (8), Priest, (9))Priest, %1 0)  Sha-
marny, (1Y) Airy Wizard, 12) Fire Wizard. Humans, Gnomes,Nor
Dwarves have Adventurer Class levels of 1d6+9.

A Diabolic General travels with 2 Daityas, 4 Iblis, 20 Ro-
natyas, and d4-1 each of Types 8A and 8B Devils. There are
also 1d20 other creatures as determined from 1dl12: (1) Hu-
Maily . (S PR atE T e I Cnee asb(d e Gentayrs ofpHell, (5] 'Hartr
pies~otf Hell, (6) Infernal Hounds, (/) Medusa, (8) Ogres,
(0 oMk OFP@Scate, RS IC il opel, (12 Ettin . |Detegmine
he Adventurer class of Humans, Gnomes, and Dwarves using
fivel |- 2 S LRIk O [ e siibaiilc T id1-ef .31 (3 L «Ragcal, - (4). Ras¥al, O)
Wakllockis CoRlSCrushader, | 7 ( 7) \Cistisdder, | (&)« Priest,. (9) Pripest,
10) ehamen, (1) Af Wizardy)s (12) Fire Wizard. SHumans,
Gnomes, or Dwarves have Adventurer Class levels at 1de6+9..

Encounters while Climbing
intorout.of Pils

On a 1d20 roll of 20 each person is attacked as determined

rem Ide: (1) 1de Giant Bats, (2) l1d3-Harpiés, A(3h aNWyver
(4) 1d3 Spectral Bats, (5) 1d4 Gargoyles, or (6) 1d2 Type 8A
Devrils.

Page 105 © 2013 Spellbook Games



Encounter Table using 1d
crgatures using 2d8+4.

8 rand ™ lid2 0.

NanEh Siredae-EncolUntexs

texmine whether a random encounter occurs after every 2
iles of travel or after every hour stopped. When|an ehcoun
r is indicated determine the result from the Ninth Circl

Determine th

L

e number. .o

g |
\r
w, 1d20 1-20n1d8 3-40n1d8 5-60n1d8 7-80n1d8
45 Ice Toads Common Devil Ca¥¥as Txge 9A Deuvil
2 Ice Toads Common Devil Cayyas Type 9A Devil
o Ice Toads Common Devil Cayyas Type 9A Devil r_’
4 Ice Lizards Common Devil Cayyas Type 9A Devil 2
B Ice Lizards Common Devil Ca¥¥as Type 9A Devil
I 6 Furry Beetles Common Devil Ca¥¥as Type 9A Devil
ZJ Fuwa&ﬂms Common Devil Freppi Type 9B Devil
8 Cold Crocodiles Common Devil Freppi TiEe 9B Deuvil
J\: E\ Cold Crocodiles Ordinarx Devil Freppi Type 9B Devil
2 Northern L¥nx Ordinarx Devil Freggi Txge 9B Devil
é Arctic Foxes Ordinarx Devil Freggi Type 9B Devil
12 Ice Worm Ordinarx Devil deuforxas TéEe 9B Deuvil
s |ce Spirits Ordinary Devil Myduforyas Type 9C Devil |
14 Frost Giants Ordinarx Devil de uforxas Type 9C Devil
:L/ 1 Frost Giants Ordinary Devil Jinguma Type 9C Devil
16 Ice Giants Ordinar¥ Devil Jinguma Type 9C Devil
Polar Bears @ Jinguma Diabolic General
i e Polar Bears Daityas Quivaras Diabolic Duke
White Dragon Zo¥bim Quivaras Prince Asmodia
White Dragon Zo¥bim | Keres

iKing Samael has a 50%
nary Dewvil,
congists of ‘8 Myduforyas
Types 9A, 9B, and 9C Dev
detefmined from 1dl12: (1
Centaurs of Hell, (5)

(7) Medusa, 8) Ogres,
GRS 7 N2V BEL s
Gnomes, and Dwarves usin
o RO sdely (4 Rascal,
saffer, .T(8) Briest, (9)
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traveling alone.

1924 15 e o

4
icE

) Human, (2)

Harpies of Hell,

S Ak e I i e O
(1)
Warlock,

(10)

g 1d12:
(5)

riest,

30 Cayyas)

(3)
Infer
B

Dwarf,
(6)
0) Giant,
)
Crusade
(11)

(6)
Shaman,

MngSamaeI g

chance of being disguised as an Ordi
When he has an entourage,

it
1d6 each of

and and 1d12 other creatures

Gnome, (4)
nal Hounds,
e Gy

Determine the Adventurer class of Humans,
Warrior,

Warrior,
A Vs D
Air Wizard,
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(12) Fire Wizard. Humans, Gnomes, or Dwarves have;Adveﬁtgp
rele's l'gvelsifat 1do+9.

Prince Asmodia travels with an entourage of 6 Myduforyas,
Kreppi, 20 Cayyas, 1d6 each of Types 9A, 9B, and 9C Dewvils,
and and |1dl1l2 other creatures as determined from 1412+« (1)
Hunlan, ¢ (2 s Byarty | (3} Gnomek .  (4) | Centaurs of Hgll, (5) Har-
pies~of Hell, (6) Infernal Hounds, (7) Medusa, (8) Ogres,

[ e GRSt L (TR0 G 1 cifelr - (111 P Cxiclopisy. (12)  EfEfin.sDetermine
the Adventurer class of Humans, Gnomes, and Dwarves using
SE S E aNE DT 83 (2 B asr si-ox, 4(3) Rascall, (4}  Rasdal, 15)
WarlockA (6) ,Crusader,l (7) Crusader, /(8) Priest, (9) Priest,
(T0) "Bhamah, (s Ajd¥Wizard, y(@12 ) Y Fire-Wizard. Humamnsy

Gnomes, or Dwarves have Adventurer Class levels at 1d6+9.

A Diabolic Duke travels with 4 Myduforyas, 4 Freppi, 12
Cayvas, 1d4 each of Types 9A, 9B, and 9C Devils, and and
1d12 other creatures as determined from 1dl2: (1) Human, (
Dwarf, (3) Gnome, (4) Centaurs of Hell, (5) Harpies of Hel
(6Y Inf¥rnalyHounds, (7) Medusa;, (8)~0Ogres, (9) Trold, O
Giant, (11) Cyclops, (12) Ettin. Determine the Adventurer
elass of Humans, Gnomes, and Dwarves using 1dl2: (1) War-
RO 18, (29 ett LAPCRaE s | iR e g (I B Rascal, (5) Watrlock, " (6)

usdader,~ /) €rusader, (8) Priest, (9)' Priest, (10) Sha-
manp,s tll) ALk Wizhazrd, J@2) -[Fire Wizarxd. Humansj GnoYes, Or
Dwarves have Adventurer Class levels at 1do+9.

A Diabolic General travels with 2 Myduforyas, 4 Freppi, 20
ayyasy.and 1d6 each of Types 9A and 9B Devils. On 14140
rolls GTET 5 there are 1dl2 other creatures as determined
TPomd Lake: (), Human, ~(2) DBPwarf, (3).Gnome, (4) Cenkaurs| of
HeEIE (58 Harplics@oE  He 1T, "6 Infernall Hounds, Y7) Mgfusa
GENEGERn e (O IREEN, ., (1L 0)eGiant , 1(11l): IGyclgps, {(12) HEt-
tin. Determine the Adventurer class of Humans, Gnomes, and
Pusiawesisnsing LdliZe Gl sWarnrior, (2) |Warrior, |(3) Rascall,

A)NRascal,  (5) Warlock, (6). Crusader, (7). Crusaderj._ (8)
e fe s LSS 6 PrYesic, 010 s hamany «(11) Air Wizardf (12T Eir
Wizard. Humans, Gnomes, or Dwarves have Adventurer Class
levels at 1d6+9.
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5 Encounters in the Escape Passage.-
/\/ :
5 Encounters in the Devil’s Zone of Control: J
s Sl
11d12 Result 1on1d4 2on1d4 3on1d4 40on 1d4
Basilisks Hell Rats Ordinarx Devil Ca¥¥as J
Caleygreyhounds ] Hell Rats Ordinary Devil Freppi Pt
Catoblepas Hell Rats Ordinary Devil deuforxas 3]
Djinn Hell Owls Ordinary Devil Jimguma “ /\
m Hell Owls Common Devil Jimguma J
Gargoxles Hell Skunks Common Devil Jinguma <o
Harpies of Hell Hell Skunks Common Devil Quivaras
Six Head dera Hell Skunks Common Devil Type 9A Devils P
Leucrotta Hell Hounds Zo¥bim Type 9A Devils
Medusae Hell Horses Zo¥bim Type 9B Devils |
Nightmares Infernal Locusts | Keres Type 9C Devils \/
Vampire Bats Infernal Locusts | Keres Type 9D Devils | |
ot \(/

ke

in the tunnel section patrolled by both Devils

and Angels:

\.r»’

1on1d4 2on 1d4 3on1d4 40on1d4

Death Beetles Hell Rats Ca¥¥as Chaioth Angels
Death Beetles Hell Rats Jinguma Chaioth Angels
Rabid Dogs Hell Rats Jinguma Arelim Angels
Rabid Dogs Hell Skunks Freppi Arelim Angels ool
Medusae Hell Skunks Quivaras Melechize Angels
3 Head dera Hell Skunks Quivaras Melechize Angels
Harpies of Hell Hell Hounds deuforxas Melechize Angel:
Gargoxles Hell Horses | Keres Cherubim Angeiﬁ
M Evil Warriors Type 9A Devils Cherubim Angels
Djinn Good Crusaders Type 9B Devils Cherubim Angels
Fire Giants Evil Priests Type 9C Devils SereEhim Angeli
Fire Elementals Wizards&Warriors Type 9D Devils Serephim Angel
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Encounters in the Angel’s Zone of Control:

Griffins

Sghinx

Death Beetles

Gargoyles

|

Fire Giants

Frost Giants

Lamia

Hell Salamander

2on 1d4 3onl1d4 40on 1d4 ll
Hell Rats Ordmarx Angels Guardian Angels
Hell Rats Ordinarx Angels Guardian Angels
Hell Rats Ordinarx Angels Chaioth Angels 1
Hell Rats Common Angels Chaioth Angels
Hell Owls Common Angels | Chaioth Angels - |~
Nightmares Common Angels | Arelim Angels |
nghtmares Good Priests Arelim Angels /\
Hell Hounds Good Crusaders [ Melechize AnEela J
Hell Hounds Evil Warriors Melechize Ange
Hell Hounds Evil Crusaders Melechize Angels
Hell Horses Evil Priests Cherubim Angels
Hell Horses Evil Priests Cherubim Angel

4

Encounters between the Silver Door and Purgatorio (2Q
miles) : \[//
i e
1d12 Result 1on1d4 2on 1d4 3on1d4 40on1d4
Hell Rats Disease Toads M Chaioth
Hell Rats Cave Wurms m Chaioth
Hell Rats Wyverns m Arelim ¥
Hell Rats White Mold Ish_lm Arelim
Hell Horses Poison Mold Elohim Arelim
Hell Hounds Stool Fungus Elohim Melechize |
Rifle Beetles Grey Ooze Elohim Melechize
Golden Beetles Nightmares Elohim Melechize E;
Death Beetles Minotaurs Hashmallim Cherubim |
Giant Tarantula Sghinx Hashmallim Cherubim ]
Phaze Sgiders Gorgons Chaioth Sereghim |
Poison Sgiders Manticores Chaioth Aughanim
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